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Abstract

A u t h o r: Carl D. Springer, Colonel, US Army

Title: The Antietam Staff Ride®

Format: Individual Study Project

Date: 15 April 1992

Lines of Code: 2463

Classification: Unclassified

The Antietam Staff Ride @ is a computer-driven guide to the battle of

Antietam. It provides the user with a comprehensive, graphical picture of

the major battles fought on 17 September 1862 at Sharpsburg, Maryland. It

uses a simple point-and-click interface and is completely interactive. The

user views the movement of military units on a series of color maps in 30

second to one minute snapshots. The battles may be viewed one frame at a

time or through continuous, animated movement. When viewed one frame

at a time, the user is provided with text description of actions occurring at

that moment. Additionally, short audio and visual cues such as gun fire and

cannon fire are presented to aid in describing the current situation. The

program contains an extensive database on unit locations, movements,

order of battle, and casualties. It also contains scanned color photos of key

leaders and battlefield terrain. A glossary of terms is included and contains

graphic depictions of regimental formations and drill, weapons, artillery

gunnery, etc. The glossary is directly linked to words and terms shown as

italicized text. The user simply points and clicks on the word or term to

access the definition or graphic depiction. The Antietam Staff Ride was

written using the hypermedia authoring application Aldus SuperCard® 1. It

runs on any color Apple® Macintosh® computer with a hard disk and eight

megabytes of random access memory (RAM). The title Antietam Staff Ride

is being registred and the application copyrighted by the Omar Bradley

Foundation. Inc. All rights reserved.
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The Antietam Staff Ride®
An Interactive, Computer-Driven Guide to the Baffle of Antietam

Introduction

"A sower went out to sow his seed: and as he sowed, some fell along

the path. and was trodden under foot. and the birds of the air

devoured it. And some fell on the rock: and as it grew up. it

withered away, because it had no moisture. And some fell among

thorns: and the thorns grew with it and choked it. And some fell

into good soil and grew. and yielded a hundred fold.' 2

Luke 8:4

This paper is the user's guide to the Military Studies Project titled "The

Antietam Staff Ride®." The purpose of this project is to recreate the

Antietam battle site and events of the battle through the use of computer-

generated graphics and animation.

In the past we studied battles by reading books and analyzing terrain,

unit positioning, and unit movement using maps and terrain walks. We had

to visually piece a battle together based on what we read in the books, saw

on the battle maps, and. if lucky. from actually walking the terrain upon

which the battle was fought. The outcome of these battles resulted from a

series of related events-usually occurring simultaneously. Written accounts

of battles require the reader to mentally piece together a series of events

described one sentence, paragraph, or chapter at a time. Some written

accounts of battles do not provide any maps at all. When maps are

available they are usually placed inconveniently in a book and require the

reader to flip back and forth as he reads.

This project represents a new and innovative way of studying a battle.

It uses the hypermedia authoring system called Aldus SuperCard to

graphically present one of the Civil War's most complicated battles. This

method of presenting information gives the user access to a plethora of



maps. pictures. graphs. photographs, sounds, facts, observations,
interpretations. opinions, and commentaries-all at the same time. The user

can navigate freely through a sea of information, creating his own
pathways. -Hyperredia' is a more recent concept, based on many of the

advances in computer technology over the past 30 years. Figure 1

illustrates this concept. 3

Text

Graphic s on

InteactiityDatabases

Video Sound
Charts_.

Figure 1. Hypermedia on the Macintosh

We now have personal computers with more memory, calculating speed.

and storage space for information than most people dreamed possible in

the early days of computers. Words are a powerful way to communicate,

but they aren't the only way.

The development of computer applications has always been a difficult.

labor-intensive process. It usually involves two major stages. First you

write the program's core, the software engine that gives your application

its basic functions. Second, you create the user interface, which in the pre-

Macintosh era required only 10 percent of the development time. But times

have changed, and so have user's expectations. Some Macintosh developers

estimate that they now spend up to half their time working on the

2



interface for an application and the other half working on the application's
core .4

With software like SuperCard you don't have to be a trained
programmer. It uses an easy-to-learn programming language called
SuperTalk. Much of the vocabulary of SuperTalk reads a lot like English.
This allows the developer to .oncentrate more on the content and user
interface than on computer code. 5

The technology required to produce an interactive, computer-driven
military battle guide has been available for years-so why wasn't one
developed before now? One reason is specialization. Historians studied
history and computer scientists studied programming. The endless hours of
detailed research required to understand and write about a battle left little
time for the historian to learn more than basic word processing on the
computer. Another reason is the lack of software tailored to narrow
applications. Most commercial software tries to appeal to as broad a user
spectrum as possible. Up until now, historians simply haven't had the tools
to use a computer profitably.

3



General

"There are only two po',er+ in the world. the sword and the pen:

and in the end the former is always conquered by the latter.' 6

Npoleon I

In the next few paragraphs, I will describe how The Antietam Staff Ride

was put together. I hesitate to say programmed because 50 percent of the

my time was spent in reading and re-reading the accounts of the battle.

Over half the remaining time was spent scanning, enhancing, and coloring

the Antietam battlefield maps.

A small, hand-held scanner was used to scan the maps into the

computer. The painting and drawing tools within SuperCard were used to

enhance and color the maps. An initial scan of a section of map is shown in

Figure 2. This same section of map enhanced and colored with SuperCard is

shown in Figure 3.

Figure 2. Figure 3.

Initial Map Scan En'hanced and Colored Map

The map of Antietam prepared by Brevet Brigadier General N. Michler,

Major of Engineers, in 1867 was used as the base map. However, graphics

representing roads, fences, orchards, woods, grass fields, cornfields, and

plowed fields were based on a reprint of the Cope survey maps prepared in

1863.7 The 1867 Michler map was used as the base map because of its

small scale. Too much resolution was lost when the 1863 Antietam

4



battlefield map was scanned and then reduced in scale. Three maps used in
the introduction were scanned from maps in the West Point Civil War Map
Atlas. 8

The basic SuperCard building blocks are projects, cards, and windows.

Each card in SuperCard is part of a stack of cards. All information you see

in a SuperCard file, or Project, appears on cards that you view through a

window. Each card has two layers. The first layer is the card laver. This

layer contains all text. graphics, buttons, and other information that are

specific to that card only. The second layer. called the background laver

contains all the card information that is shared with other cards in the

same window. The maps in The Antietam Staff Ride are placed on the

background layer. Unit symbols. buttons, text fields, etc. are placed on the

card layer. Figure 4 shows the two layers of a card. 9

Animation or the movement of a unit is accomplished by creating a

graphic representing the unit on the card layer of a card. This graphic is

then copied and pasted on a new card layer. After it is pasted to the new

card layer it is moved to a new location. This is repeated until the unit is in

its final position.1 0

&eLayer Card
.d

Map-

Unit ,

Graphic

Figure 4. The Two Layers of a Card
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The most difficult part of animating a battle is determining when to

start a unit moving so that it will arrive at the correct location and at the

correct time. This is fairly straight forward when you have only two or

three brigades. but becomes extremely complicated when there are four

Corps on the battlefield at the same time-each with three or more

divisions. If the resolution is at the brigade level, then you could have up to

36 brigades to maneuver. And. this does not include the artillery batteries.

The Cope maps and the maps in John Priest's Antietam: The Soldiers'

Battle were extremely helpful in scripting the animated battle sequences.

The Cope maps show snapshots of unit locations in 15 to 30 minute

intervals. Priest's maps are based on the Cope Maps but provide much

more detail. 1

6



Conclusions

"One person with a belief is equal to a torce of ninety-nine who only
ha~e an interest."1  2

John Stuart Mill

The potential for applications like The Antietam Staff Ride are unlimited.
Viewed prior to the actual on-the-ground staff ride, it provides an excellent
preparatory study of the battle. Placed on a lightweight, notebook
computer and taken on the actual staff ride, it provides a ready-reference
for confirming unit locations and movements. Present-day and Civil War-
era photographs of the battlefield may be viewed on site to assist in terrain
orientation and appreciation. For those unable to visit the battlefield, it
provides the next best thing to being there.

The computer-driven staff ride provides the means to study those
battles and campaigns too difficult to study using the normal staff ride. The
Battle of Atlanta and Sherman's march to the sea could easily be recreated
in a computer-driven staff ride. Air and sea campaigns could also be
recreated using this technique.

We are entering a whole new era-the decade of positive change. We
must change the way we develop computer software. We can no longer
afford to spend months defining requirements and rewriting these
requirements into governmental contract language only to have the
programmer misinterpret what we wanted. A product delivered using this
development system is usually difficult to learn and use because the "user"
was not involved in requirements or product development.

Today. ordinary people have access to powerful, easy-to-use computer
technology. Hypermedia, authoring tools like SuperCard allow the average

7



Macintosh user to become a full-fledged programmer. Not only is the

development time significantly reduced, but also the end product is much

more "user-friendly"-software developed by users for users. With software

like SuperCard and hardware like the Macintosh, your only limits will be

the size of your ideas and the degree of your dedication.

8



Requirements and Installation

Requirements. The Antietam Staff Ride's minimum requirements are
any color-capable Macintosh with eight megabytes of Random Access
Memory (RAM). The Antietam Staff Ride need at least 6.5 megabytes of
RAM. If you are running System 7. turn off as many of your System

extension as possible. You will also need a hard disk drive with at least ten
megabytes of free space. Your Macintosh also needs to have System 6.05
(or higher) installed. System 7.0 or higher is highly recommended since the
application uses the balloon help feature of System 7. If you do not have an
up-to-date System, you can call your local Macintosh dealer-they're
licensed to give you one.

Installation. This version of The Antietam Staff Ride comes on six 800 K
floppy disks. Prior to installation turn off any virus detection applications.
To install the application, insert Antietam Disk I into your Macintosh. The
window shown in Figure 5 will appear on you desktop.

j 2 items 785K in disk zero K available

Antietam Installer !Read Me First!

Figure 5. Disk 1 of The Antietam Staff Ride

Double-click on the file Antietam Installer. The installer dialog box,

shown in Figure 6, will appear asking you where you want to load the final

segment of the archive. Click on the Eject button to eject Antietam Disk 1.

9



Please load the FINAL segment of the archiue...

antietwem Risk I '.

__ Antietam Disk I

SEject ..

SesktopD

Cancel

.. ..... . ... . . .. .... ... ..... . ..... ... . .. . . . .. . . .. =

Figure 6. Initial Installer Dialog Box

Now insert Antietam Disk 6. The final file segment of the install set will
appear in the installer dialog box window as shown in Figure 7.

Please load the FINAL segment of the archive...

0i~ Nt eS w Antietem Disk 6
Eject

oesktop_

ICance, I
Load

Figure 7. Installer Dialog Box Showing Final Install Segment

If the file Antietam Segment 6 is not already selected, then select it and
click on the Load button. The Antietam Disk 6 containing the file Antietam

10



Segment 6 will be ejected. The alert dialog box shown in Figure 8 will
appear asking you to reinsert the Antietam Disk 1.

Please insert the disk:
Antietam Disk I

Figure 8. Alert Dialog Box

After inserting the Antietam Disk 1, you will be presented with the
selection dialog box shown in Figure 9.

Select Destination Folder...

Volume: Hard Disk

Folder: D0esktop....

M Adobe Photoshop 2.0 _
C Aldus Freeland 3.1 1
M Aldus Persuasion 2.1 f Cancel
C3Aldus SuperCard 1.6 1
O Aldus SuperPaint 3.0 f Open
M Hypertard 2.1 f O

M Microsoft Word 5.0 f Etract

Figure 9. Selection Dialog Box

Navigate to the volume onto which you want The Antietam Staff Ride
installed by clicking on the volume icon. Now navigate to the folder in
which you want the application installed. In the example shown in Figure 9,

the folder named Applications on the volume named Hard Disk has been
selected. Now click on the Extract button and the application will begin

installing. The application used to compress The Antietam Staff Ride into its
install set is called Compact Pro. As Compact Pro extracts the files on the
install set, it displays the progress dialog box shown in Figure 10.

11



EHtracting: Antietam Staff Ride

Files remaining to be extracted: 8 ItoJ

Compacted by Compact Prom AutoExtractorlm © 1 991 Bill Goodman

Figure 10. Compact Pro Progress Dialog Box

When all the data has been extracted from the installer segment, Antietam
Disk I will be ejected and the dialog box shown in Figure I1 will appear.

Please load segment #2 of the archiue...

0 Adobe Photoshop 2.0 f : Hard Disk
O Aldus FreeHand 3.1 f
0 Aldus Persuasion 2.1 f
CO Rldus SuperCard 1.6 f aesktop
0 Aldus SuperPaint 3.0 f
CD0 Antietam Staff Ride 1.0 1
CD HyperCard 2.1 f Cancel
0 Microsoft Word 5.0 f
CO MM Director 3.0 f

Figure 1I. Installer Dialog Box

Insert Antietam Disk 2 and the file Antietam Segment 2 will appear in the
installer dialog box window. Select this file and click the Load button

12



Starting The Antietam Staff Ride

Start The Antietam Staff Ride by double-clicking on

its icon. The Antietam Staff Ride icon looks like this:

H
Antietam Staff Ride

You can also start The Antietam Staff Ride by

double-clicking on one of the document icons. The

Antietam Staff Ride has three types of documents:

glossary, photographs, and battle maps. The

Antietam Staff Ride document icons look like this:

a I m
Glossary Photographs Battle Maps

The opening window When you start The

Antietam Staff Ride, the About window appears and

a brief selection from The Battle Hymn of the

Republic plays. The About window looks like this:

13



Once the application has loaded into memory, the
Chooser dialog box appears.

Dialog Boxes
A dialog box can present information to you, request
information from you, or both. In most cases, dialog

boxes appear in response either to a command that

you have chosen or to some action that you have
taken. When a dialog box requests information, it
does so by presenting you with options.

Four kinds of options may be found in dialog
boxes:

Radio buttons Within a group of options
Preferences among which you may select only one, small

Sound: 0 On 0 Off
Units: 0 Build e0 on't Build round buttons appear before each option name.

,rtiller: 0 show 0 on',t show These are called radio buttons. To select or

deselect a radio button, click on the round
button itself or on the name of the option
following the button. Only one radio button
option in a set may be selected at a time:

selecting any one will deselect all others. A set
of radio buttons are usually physically adjacent.
Several sets of radio buttons may appear in a
single dialog box, but only one from each set
may be selected at any one time. A radio button
indicates that an option is selected when the
button is filled black and is deselected when the
button is empty.

• Check boxes Within a group of options among
LaserWriter Pge setup which you may select any number of

* Printer Effects:
i FOnt substitution? alternatives, a small square button appearsn Ien Smoothing?

o, Snbtiuton? before each option name. This is a check box. To

I OText moothing? select or deselect a check box, click on the

14



square before the option name or directly on
the option name itself. If that option was
previously deselected, it will become selected; if

it was selected, the option will become
deselected. Multiple check boxes within a set
may be selected or deselected. A check box

indicates that an option is selected when an x is
displayed and is deselected when the box is

empty.

Option boxes An option for which you must

SlleWnter enter data has one or more option boxes. Most
Copies: W ouaity: Sest option boxes contain default data when the
Pages: O i dialog box first appears. When this default data

* From: rlTo: E] is selected (highlighted with white characters on

a black background), you can enter new values
from the keyboard and the default data will be
replaced. To select a value in an option box,
double-click on a newly entered value or drag
over the current value. In a dialog box that
contains several option boxes, you can move
from one option box to the next by pressing the
tab key.

* Pop-up menu An option that is presented as a

f indunit pop-up menu displays only the current option
setting when its dialog box first appears. To

sam: 'srladn Wview the list of alternatives for such an option.
you must select the current option (or an icon in
some cases) by pressing and holding down the
mouse button on top of it. This will "pop-up" a
menu displaying the available options. An
option is selected from the pop-up menu by
dragging up or down the listing and releasing
the mouse button when the name of the desired

alternative is highlighted. If an option in a pop-

15



up menu is followed by an ellipsis (..., choosing

it will bring up yet another dialog box, which

contains additional options.

Once you have finished entering, selecting, and

OK choosing options, you may exit a dialog box by

clicking on buttons. The most common buttons are
Cncel i the OK and Cancel buttons. Buttons ma'. also serve

as commands when they are placed within dialog

boxes, where they are used to indicate an action or

bring up another dialog box.

Dialog boxes that do not request information are

F This project requires known as alert boxes, since their purpose is to alert
Supr~a~ erss. .5 you of some fact. Some alert boxes alert you of the

SO later. Iconsequences of the action you are about to take

I 's j and allow you to abort that action. Others inform

you of some event that has already happened,

allowing you only to acknowledge that you are

aware of the event.

You will notice that an option, command. or menu

is sometimes dimmed. A dimmed item indicates that
Cut Of1 it has no effect on a certain situation. Dimmed items
Cupg uC

cannot be chosen or selected.

Chooser Dialog Box
The first window to appear after the About window

contains the Chooser dialog box. This dialog box

contains three buttons: Instructions, Introduction.

and Battle Map. If you are not familiar with the

Macintosh interface, click on the Instructions button

and you will be presented with a tutorial on how to

navigate through this application. (See Appendix A

"SuperCard Scripts for The Antietam Staff Ride" to

16



view the program's code.) For a description of the

events leading up the battle, click on the
Introduction button. (See Appendix B -

-Introduction to the Battle" to view the four maps

and narrative contained in the Introduction.) Once

you finish the introduction, you will go to the Battle

Map. To go directly to the battle map, click on the

Battle Map button.

The Chooser dialog box looks like this:

17



Menus and Commands

The following describes the menus and commands

available when the Battle Map is displayed.

Keyboard equivalents are listed in parentheses

whenever applicable. The Battle Map and its menu

bar look like this:

Fl .. e Edit: Plaq aesUis,:U e Maps, f rapics Control

... . ...... 

iiii~ ~ ~ ~ ~ ~ ~~~~~~~~~~~~~~.. i.i IIIIIIIIII . "..I "I".I " " " ': ... : :" " ": ... . . . .

bottelp.... The Apple menu behaves exactly as Ei does within
all other Macintosh applications and at the Finder.
You have access to all desk accessories currently
available to your System file. When running under
MultiFinder with System 6.x.x, your Apple menu also

contains a list of other applications currently
running. Choosing any one of these applications will

18



bring it forward as the active application and send

The Antietam Staff Ride to the backgroun,.

About Antietam... Choose this command to

display the same startup window that is displayed

when launching the application. To close this

window, click anywhere on the window.

Help... Choose this command to access The

Antietam Staff Ride on-line help system. This allows

you to access information about menus and

commands without leaving the application.

.. i The File menu
Editor Pallet As in most Macintosh applications, The Antietam
Print Map... up
Print Window... Staff Ride File menu controls document-level

Print Selection... activities, including the editing, setting preferences.

Preferences... and printing maps.
quit... No

Editor Pallet... The Editor Pallet command brings

up the SuperCard Runtime Editor floating pallet. This

pallet contains the menus available in the SuperCard

Runtime Editor. The Runtime Editor allows you to

make changes to The Antietam Staff Ride while it is

running and immediately see the consequences of

your editing. (See page 81 of the SuperCard

Addendum 1.5.)

Print Map... (N-P) The Print Map command

prints the current map of the current window. If the

map is larger than the paper size in your printer,

the map will be printed a section at a time on as

many sheets of paper as necessary. You can then fit

together the pieces of paper as though they were

tiles of a larger picture.
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Print Window... The Print Window command

every card of the active window.

Print Selection... The Print Selection command

allows you to select a portion of a map or card for

printing. After choosing this command, your cursor

will change to a cross hair. Place the cross hair at the

upper left-hand corner of the area to be printed,

press down on the mouse button, and drag to the

bottom right-hand corner. After you release the

mouse button, the area selected will be sent to the

printer.

Preferences... The Preferences command brings

up the Preferences dialog box which allows you to

control the manner information is presented. Audio

battle cues such as cannon and rifle fire can be

turned on or off by selecting either the On or Off

Sound radio button. Units may be displayed then

hidden or remain on the map as subsequent units

are displayed by selecting either the Builds or Don't

Build Unit radio button. Divisional artillery may be

displayed or remain hidden by selecting either the

Show or Don't Show Artillery radio button.

The Preferences dialog box looks like this:

Preferences

Sound: @On 0 Off

Units: 0 Build 0 Don't Build

Rrtillery: @ Show 0 Don't Show

Cance
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Quit (M-Q) The Quit command exits the Antietam

Staff Ride application, closing all open windows.

The Edit menu
Undo Z Most of the commands in the Edit menu will be
Cut 3X9
Copy Mc familiar to you if you have worked in other
Paste U Macintosh applications.
Clear
Select il MR
Show Clipboard Undo (X-Z) The Undo command steps backward

to the previous operation performed. The Undo
command will be dimmed if the last operation
cannot be undone.

Cut (N-H) The Cut command deletes one or
more selected objects and stores them on the
Macintosh Clipboard, replacing the Clipboard's
previous contents. If no object is selected, the Cut
command is dimmed.

Copy (K -C) The Copy command makes a copy of
one or more selected objects and stores them in the
Macintosh Clipboard, replacing the Clipboard's
previous contents. If no object is selected, the Copy

command is dimmed.

Paste (8-U) The Paste command makes a copy

of the items in the Macintosh Clipboard and places
them on the current card in the current window. If
the Clipboard is empty, the Paste command is
dimmed.

Clear (delete, backspace, or clear) The Clear
command deletes one or more selected objects, but
does so without placing them in the Clipboard or
disturbing the Clipboard's contents. If no object is
selected, the Clear command is dimmed.
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Select All (K -A) The Select All command selects
every object on the current card of the current
window.

Show Clipboard The Show Clipboard command

opens the Clipboard widow and displays the

contents of the Clipboard.

The Play menu
Hooker's Attack k The Play menu allows you to select and view
Hood's CounterattackO
Sedgwick's Attack I animated replays of the Battle of Antietam. The
French's Attack b
The Bloodg Lane 0 battle has been divided into eight parts: Hooker's
Piper Farm 0 Attack, Hood's Counterattack, Sedgwick's Attack.
Christ's Attack S
Burnside's Attack b French's Attack, The Bloody Lane, Piper Farm,
A.P. Hill's Attack b Christ's Attack, Burnside's Attack, and A.P. Hill's

Attack. This version covers Hooker's attack and
Hood's counterattack. Follow-on versions will

include the remaining battles and situations. A
hierarchical menu will appear when you select one

of the Play menu items. Each hierarchical menu
contains a situation and several time period menu

items.

Situation... This menu item brings up a

battlefield map and a dialog box. Information on the

situation and disposition of units prior

stution... to this particular engagement is

Need's Counterattack A:t M presented through a sequence of
Sed wIck's Attack I overlays and narrative text. A narrative
Frenlch's Attack 7:4 to 7:15 AM explanation of each overlay is presented

Piper Farm 0 in the dialog box each time the Next
Christ's Attack i
Burnside's Attack 0 button is clicked. Click on the Back
A.P. Hill's Attack 0 button to return to the previous overlay

and narrative explanation.
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5:45 to 6:00 Each of the eight engagements
listed is further divided into 15 to 30 minute
segments. If you select the Situation menu item first.
you may transition through each of the time
segments. You also have the option of selecting a
particular time segment.

The Labels menu
ide fall

Towns The Lummands of the Labels menu toggle the
Roads display of Battle Map label overlays. These label
farmsOrdges overlays include the names of towns, roads, farms.
Churches bridges, churches, industry, woods, fords, and CSA
Industry
Woods and USA infantry and artillery units. A check mark
Fords appears before each overlay that is currently
CS Infantry Units displayed. The Hide All command hides all currently
CsR Nrtiiiery Units
sa infantry Units displayed label overlays.

USA Artillery Units

The Units menu
Hide li The commands of the Units menu toggle the display
CSa inantry Units
CSR ArUllery Units of CSA and USA infantry and artillery units. A check
USA Infantry Units mark appears before each unit that is currently
UsE Artillery Units displayed. The Hide All command hides all currently

displayed unit overlays.

The View menuCSIl Casualties
USA Casualties The commands of the View menu affect the display
CA1 Leaders P of battle casualty data, pictures of key leaders, order
USA Leaders of battle data, notes, and the bibliography. A
CSE Order of Battle
USA Order of Battle hierarchical menu pops up displaying the names of
motes the key leaders when either the USA Leaders or C SA
Bibiographyg Leaders menu items are selected.

The Maps menu
Harper's Ferry - Sep 15
Narper's Ferry - So 1 I The commands of Maps menu affect the display of
Narpers Ferry - Sep 17 the situation at Harper's Ferry on September 15, 16,
Sharpsburg - Sep 17
Cornfield and 17: the situation at Sharpsburg at dawn on

23



September 17; and a map of the area around the

Cornfield.

SThe Graphics menu
4 ap Legend
IPhoono Markers The commands of the Graphics menu affect the

~rratiue Balloons display of the map legend, photograph markers, and

narrative balloons. The Map Legend menu item

displays the graphics used on the maps to represent

cover, roads, and fences. The map legend is shown in

Appendix F. The Photo Markers menu item displays

small white arrows on the current map. These

arrows indicate the location and direction of view

for a color photograph. To bring up the photograph.

simply click on the arrow. The Narrative Balloons
menu item displays small white balloons on the

current map. These balloons indicate human interest

stories that occurred at this location. To bring up the

narrative, click on the balloon.
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Battle Map

This section explains the use of the Battle Map

menus and provides examples of the data available

through use of these menus commands. Prior to

viewing the animated battle, the user may access a

situation brief for each of the phases listed in the

Play menu. For example, to view the situation brief

for Hooker's attack choose the Hooker's Attack

command from the Play menu and a submenu is

displayed at the right edge of the Hooker's Attack

command. Continue holding the mouse button and

drag the pointer to the submenu command Situation.

Once the submenu command Situation is highlighted

release the mouse button and the first situation

narrative window will be displayed.

11eurnilck's Attack 0 :9t :5A
Fre. Mlis Attack 0 45t :8A

This window can be positioned anywhere on the

screen by clicking on the shaded bar at the top of
the window and dragging the window to a new

position. To view the next narrative card, click the

Next button. A new overlay or short animation is
displayed with each new narrative card. To go back
to the previous narrative and overlay, click on the

Back button. The sequence of screen snapshots in

Appendix C shows part of the situation brief for

Hooker's Attack.
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After the last situation narrative and overlay. you

zoom to a small-scale battle map for the animated

replay. When the small-scale battle map opens. the

Battle Map is moved to the background of the screen

and its menu is hidden. The first 10 map overlays in

the animated sequence of Hooker's Attack is shown

in Appendix D.

Navigator Palette
Control of the battle animation is done using the

Navigator Palette. The Navigator Palette looks like

this:

Back
Rewind Step Stop Step Play

Control Grappler

Time:% 05,4520'. 9 O1T

Battle Narrative Balloon Done
Time Balloons Help

___ Sound Button If the sound waves are visible on the

speaker, audio cues such as rifle and cannon fire will

be played through the Macintosh stereo speakers. To

turn the sound off, click once on the speaker and the

sound waves will disappear. Click once again and !he

sound waves will reappear.

Rewind Button Click on the Rewind button to return

to the first overlay in the animated sequence.

T Back Step Button Click on the Back Step button to

step back to the previous overlay.
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Stop Button Click on the Stop button to stop the

animated sequence.

W Step Button Click on the Step button to step through
the animated sequence one frame at a time. When

stepping through the animated battle sequence, a

dialog box is presented for each overlay describing

the events taking place.

bb Play Button Click on the Play button view the
animated movement of units at approximately one

frame a second.

Grabbier The Grabbier is used to scroll the map.

Click on the Grabbier and your cursor will change to

a small open hand. Click on the map and drag in the

direction you want the map to move.

Done Button Click on the Done button to return to

the large-scale Battle Map.

Balloon Help Click on the Balloon Help button to

turn on System 7 balloon help. Once balloon help is

on, when you place the cursor over any of the

buttons on the Navigator Palette, a small balloon will

pop up with a description of the button.

Narrative Balloons Click on the Narrative Balloons

button to display small narrative balloons on the

map. When clicked on, these balloons bring up a

narrative concerning an event which took place at

this point on the battlefield.

Time: 05:45:2g Battle Time The time displayed is the approximate

battle time.
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Battle Leaders

This user can view scanned photographs or
paintings of the key leaders of the battle by using
the View menu. For example, to display the

photograph of Major General McCellan, choose the

USA Leaders command from the View menu and a

submenu is displayed. Continue holding

Cs, Casualties the mouse button down and drag the
pointer to the submenu command M G

JfSLe~aers bf Nil ambrose . surnside George B. McCellan. Once the submenu
ES William H. French command MG George B. McCellan is
E6 John Gibbon
MG Joseph Nooker highlighted, release the mouse button

M Joseph Mamsfleld t and the photograph will appear.

MG Geo e B. McCellan
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Order of Baffle

You can access order of battle data two different
ways. The first way is by clicking on a unit shown

Aon the Battle Map. For example, when the unit

labeled Hartsuff is clicked on, the unit data dialog

box shown in figure 12 appears.

Commander: Brig. Gen. George L. Hartsuff

Unit: 3rd Brigade, 2nd Division, I Corps

Strength: 1000

Figure 12. Unit Data Dialog Box

As the dialog box shows, Hartsuff is the commander

of the 1st Brigade, 2nd Division, I Corps. If you click
and hold the mouse down on the small balloon on
the right side of the dialog box, the subordinate
units of this brigade are displayed. When you let up
on the mouse, the subordinate units are hidden. The
subordinate unit data for Hartsuff's Brigade is
shown in figure 13.

... . z............. ................. ...... ...... ............

Third Brigif, Second Division
12th Massachusetts I I th Pennsyluania
83d New York (9th Militia) 13th Massachusetts i

Figure 13. Subordinate Unit Data Displayed
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The second way to access order of battle data is to
choose either the CSA Order of Battle or USA Order of
Battle command from the View menu. For example, if

csR Casualties you choose the CSA Order of Battle command the
USA Casualties window shown in figure 14 is displayed. The
CSA Leaders
USA Leaders diagram in the window shows the subordinate corps.
,.,[ .,rn : .m reserve artillery, and cavalry of the Army of
usaorer of lattle Northern Virginia. Click on any of the subordinate

unit names to view their order of battle diagram.
The order battle charts go down to battalion level
for infantry units and battery level for artillery
units. See Appendix E for order of battle examples.

.......... Orde .... ....... ::::::;: :........:.... ..... ....................

Figure 14. CSA Order of Battle
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Battle Casualties

Casualties for the USA and CSA can be viewed by
choosing either the CSA Casualties or USA Casualties
commands from the View menu. The USA casualty
Chart in figure 15 is displayed when USA Casualties

is selected from the View menu.

...... __ __ _ _ _ ____ USttCasualties * - _ _ _

Unit Commander Present Engd KIA WIA MIR Total Percent

I Corps Hooker 14856
Doubleday 3425 148 638 34 812 23.7
Ricketts 3158 172 946 86 1284 38.1
Meade 2855 105 466 2 573 28.1

II Corps Summer 18813
Richardson 4829 218 942 16 1168 29.0
Sedgwick 5437 373 1593 244 2210 48.6
French 5748 331 1498 151 1988 34.5

U Corps Porter 12930
Sykes 2274 17 98 2 109 4.8

UI Corps Franklin 1238
Slocum (Unk) 6 58 2 66 (Unk)
Smith 2585 66 277 31 374 14.5

IHCorps Cox 13819
Willcox 3248 62 327 7 396 12.2
Sturgis 3254 136 532 11 679 28.9
Rodman 2914 225 821 148 1194 41.8
Scammon 3154 36 192 27 255 8.1

HIl Corps Mansfield 10126
Williams 4735 168 863 135 1158 24.5
Greene 2584 111 515 114 748 29.6

Caualry 4320 4329 7 23 0 30 8.7

187164 53632 2157 9717 1809 12882 24.0

Figure 15. Summary of USA Casualties
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

Antietam Staff Ride
PROJECT SCRIPT

-n-eeam S!aff Pie

7H-.E .ESSAE TLF-5 USED IN THIS SCRIPT:
--- s- nrsta !y.Menus, !zadMapNa.me, :Pe..MapdW d
se.ere .c seye..s, showNarratire,

.-- &. .. HANDLERS USED 2N THIS SC:PT:

::,'S.,' U:_:: -_- THIS SCRIPT:

nre

Start -ip Scr ip t s : ---------------. -.. -. ------...............

:n openProject
set cursor to3 watch
h-_de menuBar
:heck'ers ion
set the loc of wd "About Antietam" to the screenLoc
play "Yankee Song"
play "Yankee Song"
setreferences
LoadMapName
instal l,.tMenus
huIe msg
visual dissolve slowly
go next cd
- - openMapWindow

end spenPrc ject

or, :heck.ers,-on
set cursor to watch
get versionf)
put :ast word of it into verNum
I f verNum < 1. 5 then

set the 1oc of wd "Alerts" to the screenLoc
cpen inv wd "Alerts"
go cd "Alert 1"
p.;t "This project requires SuperCard version 1.5 or later."-

intc bg fld "Message" of cd "Alert 1" of this wd
show this wd
exit checkVersion

end if
end checkVers ,n
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

Glla! r:c:ar -- The namie o,, ths rz:ect.
.3c-al ~~m - -The name of the map, window.
Global St ;ar -Tename oDf the map z-ard.
set :%rscr to watch
P;zt -- e short name of this project into: ProjectName
cu- -- e short name of- wd 2 -nto Maplame

- :per..ap7,,?ndz w

3llbzal MapName
Global. SeC:tior-Name
'": al Sou indlsOn
set :ursor to watch
set the loc of wd Mapl~ame of Project',1ame to -1000,-1000
show men,-Bar
open ,;d Mapliame of ProjectName
set the scroll1 of wd Maptlame of ProjectName to 329,134
cab!cu_-ate~iAndowRect
set the rect of wd MapName of ProJectNiame to the result
close wd "About Antietam" of Pro~ectName
set the loc of wd "Introduction" of Projectilame to the screenLoc
o=en wd "Introduction" of ProjectName

en~d openMapWindow

n :alculateWindowRect
set :"ursor to watch
get the screenRect
add 3 to item 1 of it
add 40 to item 2 of it
su.btract 3 from item 3 of it
su-btract 3. from item 4 of it
put it into windowRect
return windowRect

end cal.:ulatewindowRect

--- Install Menus/Load Data Scripts: --------------

on nstall'MyMenus
Glocbal ProjectName
Global RunimeMens
set :ou-rsor to watch
put emp~ty into RunimeMens
set !cckMenus to true
-- *tWhat me~nus are currently installed? Save their names into a variak-e.
repeat with x = I to the number of current menus

put the long name of cur rent menu x) into line x of RunrimeMens
end repeat

-- Nwkoll th-e menus.
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

rep.e3.:=- . = I -.= te n'-qe -f -nes :n ?.un'ieMen-s

rermC7e ine x Run TmeMens
end reteat
-- Iow open rrvY :wn menus.
get -he n,her :f menus

out.t nt:) n,_enus
repeat with x = I to n:A.enus

insert .menu x
end repeat
:nsert menu "Hz:er's Attack" int: iterz:f menu "Play
:nser: menu "Hcod's Coun:erattack" .n:o item 2 of menu Play

insert menu "Sedgwick's Attack" nt: item 3 of menu "Play"
insert menu "French's Attack" ir.-- item 4 of menu "Play"
insert menu "USA Leaders" nto item "USA Leaders" of menu "View"
insert menu "CSA Leaders" in.:: item "CSA Leaders" of menu "View"

end instalI:.'Merns

on setPreferences
Global Proj ectName
Global SoundisOn
Global ShowArtillery
Global BuildUnits
if the hilite of cd btn "On" of cd "Preferences" of wd "Preferences" is

true then
put "Yes" into SoundIsOn
set the checkMark of item "Sound On" of menu "Control" of Projec:Nan.e

to true

else
put "No" into SoundIsCn
set the checkMark of item "Sound On" of menu "Control" of Protectname

- false
end i f
if the hilite of cd btn "Show" of cd "Preferences" of wd "Preferences" Is

tr,:e then
put "Yes" into ShowArtillery

else
put "No" into ShowArtillery

end if
if the hilite of cd btn "Build" of cd "Preferences" of wd "Preferences" is

-rue then
put "Yes" into BuildUnits

else
put "No" into BuildUnits

end if
end setPreferences

Shutdown Scripts: ------------------------------------------

3n closeProject
Global ProtectName
3ba.i S: und son
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

pu- t.ne :reez:-7e or this proj-,ect, int: :-heS::e
if theSi.:e > 200 then

set: :he l:c o f wdd "Nctes" to: the screenl.zc
"Czrrpactir g thefie&tr& .ae

tgf - 'Message" of -d'Nt l ;: d"Nts

-per -,;

:rt-e Iezaon s true tzten
set ::he he4-IBalons to ra'se

ifocu.nd'sO Is "Yes" then play "Taps"
wait ' seccnds

end closePro, ect

set cursor to watch
set thIe lock.Menus to true
put enrpty into menuList
put ext~ty into menuasToKUIl
-- First, find out which menus are mine.
repeat with x =1 to the number of menus

put return &the long name of menu x after menuList
end repeat
- - Now find out which of m~y menus are installed.
repeat with x = 1 to the number of current menus

if currentMenu(x) is in menuList then
put return & currentMenu(x) after menusToKill

end if
end repeat
-- Now remo~ve my~ installed menus.
repeat wit-h x = 1 to the number of lines in menusToKill

ifline x of menusToKill is not empty then
remo~ve line x of menusToKill

end i f
end repeat
set the lockMenus to false

end :Lose~yMenus

on showNarrative
Global Proj ectName
set cursor to watch
put the short name of the target into cardNaxne
set the Ibc of wd "Narrative" of ProjectNare to the screenLoc
o pen cd cardName of wd ,Narrative" of ProjectNamne

end showrarrat -.ve
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(MENU #1: Apple) ITEM #1: About Antietam...
-,n iertSe le,-

Global Pro ect:ame
set the 1;c or window ".cut .ntletart" --he screenL~c

...en winow Ahc-t Antietam" of ;ro-ect:ame
end :er.Selt

(MENU 01: Apple) ITEM #2: Help...
-n :ernSelect
answer "This zotion nc_ available.

end itemSelect

MENU # 2: File
function projName theName
-- parses the long name of a project from any other long name
repeat with x = 1 to the number of words in theName
if word x of theName is "Project" then

put word :x + 1) to the number of words in theName of theName int:
proj Name

delete char 1 o-f projname
delete last char of projname
return proj Name

end if
end repeat
return empty

end proj Name

(MENU #2: File) ITEM #1: Editor Pallet
on itemSelect

editor pal
end itemSelect

(MENU #2: File) ITEM #3: Print Mae...
on itemSelect

answer "This option not available."
-- Global MapName
-- send "print card" to wd MapName

end itemSelect

(MENU #2: File) ITEM #4: Print Window...
:r. itemSelect
answer "This option not available."

end itemSelect
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

MENU #2: File) ITEM #5: Print Selection...

answer "This 3t:icn not avaliable."
-- ,-race
- - i:tal ShowlipbcardCten
-- rereat ::i nct exists 'last ca gr- :f 7d "Cliptcard" :.-- -= -as: r, of ::- "C-ooari' -f wd "":o-ao

-- end repeat
-- save all
-- put I5APict, "init" int:o a

- : : e ...... then put !00 into tne
else plut 2 0 .n.o tne

- - f nct hasMemory~ttune * 1024; then
-- open in-.-wd "Alerts"
-- set Ic of this wd to screenLoc,
-- go cd "Alert 2"
-- ~ut "Requires 1500K of free memory to run adequately in coar, a_.d -
-- for black and white." into bg fld "Message" of cd "Alert 2" of wd

"Alerts"
-- show this wd
-- exit itenSelect
-- end if
-- 1ck screen
-- Cut empty
-- get hasMemory(3000 * 1024)
-- put the number of grcs into saveNum
-- put SnaPict("User")
-- send "iterSelect" to item "Show Clipboard" of menu "Edit'
-- setWindow wd "Clipboard"
-- if the number of cd grcs <> saveNum then
- - beep
-- answer "Not enough memory to capture image."
-- delete last cd grc of cd "Clipboard" of wd "Clipboard"
-- end if

end itemSelect

(MENU #2: File) ITEM #7: Preferences...
:n iterSelect
Global ProjectName
set the loc of wd "Preferences" of ProjectName to the screenLoc
open wd "Preferences" of ProjectName

end iterrSelect

(MENU #2: File) ITEM #9: Quit
:n :o:errelect:

-- Close all wds to quit.
21zse all wds

end 1:emselect
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

ANTIETAM STAFF RIDE MENU # 3: Edit
a-. swe rTh. s tn not avai.able.

e=nd iterse iect

(MENU #3: Edit) ITEM #1: Undo

revert -- works wi!n:uction w:h the save :-_r,ands in
-- the other menu items

_ , .temSelect

(MENU #3: Edit) ITEM #2: --------------
:,. iterselect

end itemSelect

(MENU #3: Edit) ITEM #3: Cut
on iterSelect

put the selectedField into sField
put the selectedChunk into sChunk
save
if sField is not expty
then if sChunk is not emrpty then select sChunk

end itemSelect

(MENU #3: Edit) ITEM #4: Copy
-n iterSelect

Copy
end itemSelect

(MENU #3: Edit) ITEM #5: Paste
:n itemSelect

-- put the selectedField into sField
-- put the selectedChunk into sChunk
- - save
-- IF sField is NOT empgty
-- THEN IF sChunk is NOT ex'ty THN select sChunk
--set tool of this wd to pointer
paste
--set tool of this wd to browse

end itemSelect
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(MENU #3: Edit) ITEM #6: Clear
:r. i trn.Se.ect .

3lobal ?rz3 ec::a.e

put the selec-edChunk int -- '-k
Put the selez-e::dFied into sField
sa.'e

-Clear a re.-select-ion-
:f sField is nzt empty then

if sChunk is n:t e..- py --hen
-- handle a flashing cursor in a word
if wet! 4 :f sChuink > wr- 2, sChunk then
select sChunk
put erpty into the selection

else do "select after -har .. & word 4 :f sChunk &&"of"& sFiel l - --

end if
exit itemSelect

end if

-- text was not selected so save contents of clipboard to scrap
open window "clipboard scrap" of ProjectNamre
put errpty into contents
-- clipboard contains text
if clipboard = "Text" then
put "Text" into contents
choose browse tool
select text of fld "Text Scrap"
paste text

end if

-- clipboard contains objects
if clipboard() = "Objects" then
put "Object" into contents
choose pointer tool
paste objects

end if

-- clipboard contains card
if clipboard() = "CARD" then
put "CARD' into contents
paste card

end if
close window "clipboard scrap" of ProjectName

cut -- cut selected objects

-- restore contents of clipboard
pen wlndow "clipboard scrap" of ProjectName

i:::n:ents is "Text" then
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

se ec-: Z feld "Text Scrap"

end :f

contents is "Cbject" then
choose pointer tool

-- selected is an u-ndocu-mented object properzy
-- true the :b4ect is selected
-- false t the objected is not selected
repeat ;th i=i to the number of btns

set the selected of btn i to true -- selected is urndc:.ted zrcer:"
end repeat

repeat with i=l to the number of cd flds
set the selected of cd fld i to true

end repeat

repeat with i=l to the number of cd graphics
set the selected of cd graphic i to true

end repeat
c--t obj ects

end if

if contents is "Card" then
go to card 2
cut card

end if

close window "clipboard scrap" of ProjectName
end itemrSelect

(MENU #3: Edit) ITEM #7: Select All
on itemSelect
if the selectedField is not e Dty
then select text of the selectedField

end itemSelect

(MENU #3: Edit) ITEM #8: ..............
on itemrSelect

end itemrelect

(MENU #3: Edit) ITEM #9: Show Clipboard
,-r. itemSelect

answer "This option is not available."
end item.Seiect
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(MENU #4: Play): .......

31:bal Pr:-e:::a.e

cx.t "Hccker's ittac 1" io Pr:oject-P2.aying
k screen

se!t the 1,c of wdd old prc-ject "Hcker's Attack 2" "-e
s c7renrLcc

-p en wd 2:nil fpr:-ecr "Hooker's 'ttack 2"
s.-=! the -',c --f wd jCrfed fPcectPlaying to thne sre.
:pen -dd "Cocrnfield", o7f ProjectPlaying
-pen wd "Nal:gato,:rl of Project-Namre
se!t the ',c-*ak fie Palett -e' of mnenu "Control" o:f Pro .ect*Tame

unokscreern

(MENU #4: Play) ITEM #1: Hooker's Attack
on itemSelect

pass itemaSelect
end icemSelect

(MENU #4: Play) ITEM #1: Hood's Counterttack
oritermSelect
pass irtemSelev:

end icemn.elecz

(MENU #4: Play) ITEM #1: Sedawick's Attack
:n itermSelect

pass iterr~elect
end 2ternSelect

(MENU #4: Play) ITEM #1: French's Attack
-n 4texnSelect

pass iternSelect
end itoerSelect

(MENU -#4: Play) ITEM #1: The Bloody Lane
on iteir.Select

pass itemSelect
end itenSelect

(MENU 04: Play) ITEM #1: Piper Farm
on i:teTrSelect

pass oterrselec:
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(MENU #4: Play) ITEM #1: Christ's Attack

cass iterneect
er:f ::_em~elec

(MENU #4: Play) ITEM #1: Burnside's Attack
:n :-em~e~e.::

r.~ 1:ereeccass :-em~zelez:
end iterrcelecz:

(MENU #4: Play) ITEM #1: A.P. Hill's Attack
on iternelect
pass item.Select

end icemSelect

(MENU #5: Labels) ITEM #1: Hide All
cn itemSelect

Global Proj ectName
1ck screen
set cursor to busy
get the number of items in menu "Labels" of ProjectName
put it into nixrraphics
set cursor to busy
repeat with n = 2 to numGraphics

set cursr to busy
t e .:heckMark of item n of menu *Labels, of ProjectName is true then

send "itemSelect" to item n of menu "Labels" of ProjectName
end if

end repeat
unlock screen

end ite rSelect

(MENU #5: Labels) ITEM #2:
on iterrSelect

pass it-emSelect
end ite.-Select

(MENU #5: Labels) ITEM #3: Towns
:n itemSelect

flzbal Pr:J:ectName
2. obal MapName
se, ndz;. wd MapName of ProjectName
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l:ck screen

-f the target is false then
show gr- "Sha-psburg"
show gr: "Merzers iae
show g.r "?ortersto r."
snow grc "Smcket:own"
set the checkmark of the target to tr.e

else
hide grc "Shar-shurg"
hide gro "Mer-ersv-i'e"
hide -ro "Pcrterstown"
hode grc "Sm:ketown"
set the che.kdlark of the target to false

end if
i rlock screen

end ictemSelect

(MENU #5: Labels) ITEM #4: Roads
on itemSelect

Global ProjectName
Global MapName
setWindow wd MapName of ProjectName
set cursor to busy
lock screen
if the checkMark of the target is false then
show grc "Hagerstown Pike"
show grc "Smoketown Road"
show grc "Boonsboro Pike"
show grc "Shepherdstown Road"
show grc "Lower Bridge Road"
show grc "Sawmill Road"
--show grc "Harpers Ferry Road"
show grc ":.--ing Road"
set the che,:o-.Mark of the target to true

else
hide grc "Hagerstown Pike"
hide grc "Smoketown Road"
hide grc "Boonsboro Pike"
hide grc "Shepherdstown Road"
hide grc "Lower Bridge Road"
hide grc "Sawmill Road"
--hide grc "Harpers Ferry Road"
hide grc "Landing Road"
set the checkMark of the target to false

end if
unlock screen

end itemSelect
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(MENU #5: Labels) ITEM #5: Farms
r. -:-:er' e i,_-

31:bal MapNarne
seW. ndw wd Maprame oz Frc:ecty.ame
se,: curscr - busy'

-:,-:k screen
- : h eck*!ark-_f "Ie :arget is false then

s.ow gr- "Avey"
show gr- 'Blackfrd"
show grc "Clipp"
5ow" gr : "offran
sh:w grc "Cox"
show -rc "R. Dorrer"
3how -rc "Ecker"
show grc "Hauser"
show grc "Heinz"
show grc "Hof fman"
show gr: "Hotzel"
show grc ,Kennedy"
show grc "Line"
show grc "Magrawo
show grc "C. Michael"
show grc "Middlekauf"
show grc "D.R. Miller"
show grc "-.F. Miller"
5how grc "M. Miller"
show grc "Morrison"
show grc "Muma"
show grc "Neikirk"
show grc "Newcomer"
show grc "Newcomer
show grc "Nicodermus"
show gro "D. Otto"
show grc "J. Otto"
show grc "H. Piper"
shcw grc "S.D. Piper"
show grc "A. Poffenberger"
show grc "John Poffenberger"
show grc "Jos. Poffenberger"
show grc "S. Poffenberger"
show grc "Pry"
show grc "Reel"
shcw grc "H. Rohrbach"
show grc "N. Rohrbach"
show grc "Roulette"
show grc "Rowe"
show grc "Schneibele"
show grc "Sherrick"
show grc "D. Smith"
si-:w "Snavely
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e- -_e _:.e-i<: r :fthe target -- ;e

hide .r: 'A..

hide gr B ....

i.de gr:: ".. Dmer
hide gr_ "Eker"
hide gr: "Huser"
hide grc 'Hein:"
hide gr "Hiffg'a"
hide gr- "Hct~zel'
hide zr: "Ke.nney"
hide ;:: "Li ne "

hide gro "Magraw"
hide ;rc "C. Mizhael"
hide gr:,: Middekauf"
hide ;rc "C.R. Miller"
hide qr: "J.F. Miller"
hide jrz "M. Miller"
hide grc "Morrison"
hide grc "M.Urmra"
hide grc "Neikirk"
hide grc "Newc:mer"
hide grz "Newcomer
hide ;rc "Niccdemus"
hide grz "D. Otto"
hide grc "J. Otto*
h ide grc "H. Piper"
hide grc "S.D. Piper"
hide grc "A. Poffenberger"
hide grc "John Poffenberger"
hide grc *Jos. Poffenberger"
hide gr: "S. Poffenberger"
hide grc "Pry"
hide grc "Reel"
hide grc "H. Rohrbach"
hide grc "N. Rohrbach"
hide grc "Roulette"
hide grc *Rowe"
hide grc "Schneibele"
hide grz "Sherrick"
hide gro- "D. Smith'
hide rc "Snavely"
hide grc "Thomas"
set the check.Mark of the target to false

end if
,'nlock screen

end itemse lec!4
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(MENU #5: Labels) ITEM #6: Bridges

l Pr: -heee--

s.w rc"The MiNale : f .rjet.a.e
:o .'rsor t: zusy

i::.- screen
fle :hock.Msrk -f the :arcet s:s fase :hen

show gr: "The U'pper Bridge"
show gro "The Middle Bridge"

shw gr: 'The Lower Bridge"set the '-b,.et ..he :,_ec- ark of the target to :r~e

e-se
hide gr 7.The Uv.per Bridge"
hide gr: "The Middle Bridge"
hide "rc 'The Lower Bridge"
set :he :heckx.ark of the target to false

end if
unlock screen

end itemSelect

(MENU #5: Labels) ITEM #7: Churches
:n itemSeiect

Global ProjectName
Global MapNarre
setWindow wd Mapname of ProjectNarne
set cursor to busy
I-ck screen
if the check.Mark of the target is false then
show grc "Dinkard Church"
show gro "Lutheran Church"
show grc "Ground Squirrel Church"
set the checkMark of the target to true

e-se
hide gr: "Dunkard Church"
hide grc "Lutheran Church"
hide grc "Ground Squirrel Church"
set the checkMark of the target to false

end if
unlock screen

end itemSelect

(MENU #5: Labels) ITEM #8: Industry
on itenSelect
Global ProjectName
,global MapName
setwindow wd MapName of ProjectName
set cursor to busy,
l::k screen
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:f lne ;h~i-+: k f "'-. -af~r s fa-se :hen

-- w-shz'v" gr: "Store M~ll"
sh_'w 'tr- '3. Pry ._+.<L'
set t: -IMark -the target to true

hzze 7- : "'arry,

hJde gr- "='t.e.
h~de grz "3. Pry MU.9
s-t the -h--k.-_ -the target !:3 false

"nI:.ck s:-r-= -n
ens. iterr<e !ec-

(MENU #5: Labels) ITEM #9: Woods

Glcbal Proj ectName
Global MapName
setW:rndow wd Map.ame of ProjectName
set c'ursor to busy
-ick screen
if the checkMark of the target is false then

show grc "The "orth Woods"
show grc "The East Woods"
show grC "The .est woods"
set th'e checkMark of the target to true

ese
hide grc "The North Woods"
hide gro "The East Woods"
hide grc "The West Woods"
set the checkMark of the target to false

end if
unlock screen

end ieamSeiect

(MENU #5: Labels) ITEM #10: Fords
I iterselect

Global ProjectName
Global MapName
setWindow wd MapName of ProjectName
set cursor to busy
lock screen
if the checkMark of the target is false then
show grc "Snavely's Ford"
show grz ""jer's Ford"
set the checkMark of the target to true
e47

47



Appendix A. SuperCard Scripts for The Antietam
Staff Ride

h z-e ir--"'. r s 7d

set -he :-e: ..Mark f he target to false
end if
,'-nlock screen

end iterrSelect

(MENU #5: Labels) ITEM #11:

pass ite.mSelect
end itemSelect

(MENU #5: Labels) ITEM #12: CSA Infantry Units
cn :.temrSelect

Global Proj ectNanme
Global MapName
setWindow wd Mapname of ProjectName
set cursor to busy
lock screen
if the checkmark of the target is false then

show grc "Jones Label"
show grc "Grigsby Label"
show grc "Lawton Label"
show grc "3 IGA Label"
show grc "Trimble Label"
show grc "Ripley Label"
show grc "Taliaferro Label"
show grc "Starke Label"
show grc "Law Label"
show grc "Wofford Label"
show grc "Hays Label"
show gro "Early Label"
show grc "Cay Label"
set the checkMark of the target to true

else
hide grc "Jones Label"
hide grc "Grigsby Label"
hide grc "Lawton Label"
hide grc "31GA Label"
hide grc "Trimble Label"
hide grc "Ripley Label"
hide grc "Taliaferro Label"
hide grc "Starke Label"
hide grc "Law Label"
hide grc "Wofford Label"
hide grc "Hays Label"
hide grc "Early Label"
hide grc "Cav Label"
set the checkMark of the target to false

end if
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e -- ark i_.em "CSA infantr" o menu "nit. s" -f pr:je:7yame I

false then-
send ems. =item "CSA infantry" of menu "Units" of r:-e: e7.,ne.
unlock screen

end itemSelect

(MENU #5: Labels) ITEM #13: CSA Artillery Units
:n itemSelect
Global Pro: ec:Name
Global MapName
setWindcw wd MapNamne of ProjectName
set cursor to busy
lock screen
if the checkmark of the target is false then

show grc "Poague Label"
show grc "S D Lee Label"
show grz "Patterson Label"
show grc "Johnson Label"
show grc "Brockenbrough Label"
show grc "Pelham Label'
show grc "Carpenter Label"
show grc "Wooding Label"
show grc "Balthis Label"
show grc "Raine Label"
show grc "Ross Label"
show grc "DIAquin Label"
set the checkMark of the target to true

else
hide grc "Poague Label"
hide grc "S D Lee Label"
hide grc "Patterson Label"
hide grc "Johnson Label"
hide grc "Brockerbrough Label"
hide grc "Pelham Label"
hide grc "Carpenter Label"
hide grc "Wooding Label"
hide grc "Balthis Label"
hide grc "Raine Label"
hide grc "Ross Label"
hide grc "D'Aquin Label"
set the checkMark of the target to false

end if
if the checkMark of item "CSA Artillery" of menu "Units" of ProjectName is

false then--
send itemSelect to item "CSA Artillery" of menu "Units" of ProjectName
unlock screen

end itemSelect
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(MENU #5: Labels) ITEM #14:
-•4 l% temSelec-t

pass ir-emselec:
end itenSelect

(MENU #5: Labels) ITEM #15: USA Infantry Units
:n itemSelect

Global Proj ectName
Global MapName
setWindcw wd MapName of ProjectName
set cursor to busy
lock screen
if the checkMark of the target is false then
show grc "Hofrrann Label,
show gro 'Patrick Label"
show grc "Gibbon Label"
show grc "Phelps Label"
show grc "Christian Label"
show grc "3PA Ca Label"
show grc "Anderson Label"
show grc "Magilton Label"
show grc "Hartsuff Label"
show grc "Duryea Label"
show grc "PA Res Label"
show grc "2PA Label"
show grc "13PA Label"
show grc •5PA Label"
show grc "Hooker Label"
set the checkMark of the target to true

else
hide grc "Hofmann Label"
hide grc "Patrick Label"
hide grc "Gibbon Label"
hide grc "Phelps Label"
hide grc "Christian Label"
hide grc "3PA Cay Label"
hide grc "Anderson Label"
hide grc "Magilton Label"
hide grc "Hartsuff Label"
hide grc "Duryea Label"
hide grc "PA Res Label"
hide grc "2PA Label"
hide grc "I3PA Label"
hide grc "5PA Label"
hide grc "Hooker Label"
set the checkMark of the target to false

end if
if the checkMark of item "USA Infantry" of menu "Units" of ProjectName is

false then-
send iter.Selec: to item ,USA Infantr1" of menu "Units" of Pr:e-tN:T.e
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screen

(MENU #5: Labels) ITEM #16: USA Artillery Units

31oal Pr:-ject*,amne
31:Dbal map,!am~e
secAindow -dd Mapilarre of Project ,arne
set cursor to busy
ILock screen
ifthe checkMark -f the target is false then
show grc '"carrpbell Label"
show grc "Edgell Label"
show grc "Monrie Label"
show grc "Reynol~ds Label"
show grc "Ransom Label"
show grc "Thomp~son Label"
show grc "Cooper Label'
show grc "Matthews Label-,
show grc "SiRrpson Label"
set the czheckMark of the target to true

else
hide grc "Camp~bell Label*
hide grc "Edgell Label"
hide grc "Monroe Label"
hide grc "Reynolds Label"
hide grc "Ransom Label"
hide grc "Thonpson Label"
hide grc "Cooper Label"
hide grc "Matthews Label"
hide grc "Sinpson Label"
set the checkMark of the target to false

etnd i f
if the checkMark of item *USA Artillery" of menu "Units* of ProjectName i.s

false then-,
send iterngelect to item "USA Artillery" of menu "Units" of ProjectName
unlock screen

end itemSelect

(MENU #6: Units) ITEM #1: Hide All
on itemSelect
Global Proj ectName
lock screen
set cursor to busy
get the numrber of items in menu "Units" of ProjectName
put it into numr~raphics
set cursor !to busy
repeat wit.h- n =2 to numraphics

set :ursz.r to busy
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if t-e :hec:k.!ark of item n cf menu "Units" of ProjectName Is -rue -oher
send -:-emSeet" to item n of menu "Units" of Proiect.Name

end if
end repeat
if the checkvark of item "CSA Infantrl" of menu "Units" is true then

set the checkmark of item "CSA Infantry Units" of menu "Names" of

Fr-Jectllame to false
end if
if the checkMark of item "CSA Artillery" of menu "Units" is true zhen

set the checkMark of item "CSA Artillery Units" of menu "Names" of
ProjectName to false

end if
if the checkMark of item "USA Infantry" of menu "Units" is true then

set the checkMark of item "USA Infantry Units" of menu "Names" of
Pr: ectName to false

end if
if the checkMark of item "USA Artillery" of menu "Units" is true then

set the checkMark of item "USA Artillery Units" of menu "Names" of
ProjectName to false

end if
unlock screen

end itremSelect

(MENU #6: Units) ITEM #2:
on itemSelect
pass itenSelect

end itemSelect

(MENU #6: Units) ITEM #3: CSA Infantry
-n itemSelect
Global Proj ectName
Global MapName
setWindow wd MapName of ProjectName
set cursor to busy
lock screen
if the checkMark of the target is false then

show grc "Jones"
show grc "Grigsby"
show grc "Lawton"
show grc "3lGA"
show grc "Trimble"
show grc "Ripley"
show grc "'.aw"
show grc "wofford"
show grc "Taliaferro"
show grc "Starke"
show grc "Hays"
show grc "Early"
show grc "Ca., I"
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shc ;rc "2:
show grc "Oav 3"'
shcw grc "07.- 4''
show grc "Ca: 5"'
show grc "Jones Label"
show grc "Grigsby Label"
show grc "Lawton Label',
show grc OVlA Label"
show grc "Trimble Label''
show grc "Ripley Label''
show grc "Law Label"
show grc -Wo;:ff:rd Label"'
show grc "Taliaferro Label"
show grc "Starke Label''
show gro "Hays Label"
show grc "Early Label"
show grc "Cav Label"
set the check"ark of the target co true
if the checkMark of item "CSA Infantry Units" of menu *Labels" is false

then
set the checkMark of item *CSA Infantry Units" of menu "Labels" of

ProjectName to true
end if

else
hide grc "Jones"'
hide grc "Grigsby"
hide grc "Lawton"
hide grc *3lGA"
hide grc "Trimnble"
hide grc "Ripley"
hide grc "Law"
hide grc "Wof ford"
-ide grc "Taliaferro"
hide grc "Starke*
hide grc "Hays"
hide grc "Early"
hide gro "Cay 1"
hide grc "Cay 2"
hide grc "Cay 3"
hide grc "Cay 4"
hide grc "Cay 5"
hide grc "Jones Label"
hide grc "Grigsby Label"
hide grc "Lawton Label"
hide grc "31GA Label"
hide grc "Trimnble Label"
hide grc "Ripley Label"
hide grc "Law Label"
hide grc 'Wof ford Label"
hide grc "Taliaferro Label"
hide grc "Starke Label"
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hdcie ;r: E.rLy Latel"

se ... h c,__-ar cf the target to false
tr: he- -.... :--.tern ... .nfantr Units" f menu: "Labels" IS

set: the ,-eckmark -f ,_=m CSA :nf antry Units :f men! _ _s"!.
false

end

--:-CK screer
end -:terrSelec:

(MENU #6: Units) ITEM #4: CSA Artillery
:. l:emSelect

Giobal PrzjecName
G! bal Ma;Nre
setWindow wd MapName of ProjectName
set cursor to busy
lock screen
if the check.Mark of the target is false then
show grc "Poague"
show grc "Brockenbrough
show grc "Patterson"
show grc "S D Lee"
show grc "Johnson"
show gr: "Pelham"
show grc "Carpenter"
show grc "Wooding"
show gr. "Balthis"
show grc "PFaine"
show grc "Ross"
show grc "D'Aquin"
show qrc "Pc a,-:e yaLri'
show grc "Brockenbrough Label"
show grc "Patterson Label"
show grc "S D Lee Label"
show grc "Johnson Label"
show grc "Pelham Label"
show grc "Carpenter Label"
show grc "Wooding Label"
show grc "Balthis Label"
show grc "Raine Label"
show grc "Ross Label"
show grc "D'Acpuin Label"
set the checkMark of the target to true
if the checkmark of item "CSA Artillery Units" of menu "Labels" of

ProjectName is false then
set the checkMark .3f i_em "CSA Artillery Units" of menu "Labels" of

Pr: j~ctae t! true
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r. n, e ;r.

hide =r7 'Br >enzr 'z z;-
hnid-e gr:: P~r 3 : n

.-egr:: 3Z Lee"

*de gr:'rprer

n.Ie gr: alhs

e -
~e gr.: ?a:eLbl

hide gr:: B al teo Lael

hide gro: "Johnsoe" b
4 de gr.: "ehm Label"

hidie gro : odn Lbl
bJie gro "Bathis Label"

hide grc "S airLe Label"
hide grc "P~oss Label"
ftide gr,7 "D'hami Label"
hetie c Carte Lfateltre' t as
hi te gche.-cdarg ofaie "SAAileznts ofmu"Lbs" f
hidc~e isc atue Lahen "

set the checkmark of item "CSA Artilley Units" of menu "Lael' f

:-ectName to 'false
end i

end if
unlock screen

endj icemszeect

(MENU #6: Units) ITEM #5: ......
.eiernSelect

pass itemnselect
end itemSelect

(MENU #6: Units) ITEM 06: USA Infantry
:n i-.emSeleot

3' obal Proj ectllame
3lobal MapName

set-Window wad mapilame of Pro-Ject.11ame
-et cursor to busy
.-.-k screern

-he :hs~a f the ta3rget- -s false then
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sh_-W::, : 7: ;._ "shszw =r "=- ->

sblcw ;;rc P s"
show gr- "-hr .st ian"
sh, ., gr: " xA a.-

sh*:w gr: "Anderson"
sho:w qr7 .. .. .

sh,w gr: "Hart suff"
show grc "'Duryea"
shcw gr: "PA ?.es"
show gr " "
show r7 "3PA"
sho- w gr- :-
show grc "Hcfmarn . Label"
show gro "Patrick Label"
show gro "Gibbon Label"
show gro "Phelps Label"
show grc "Christian Label"
show gr: "2PA Car Label"
show grc "Anderson Label"
show gro "Magilton Label"
show grc "Hartsuff Label"
show grc "Dur-ea Label"
show gro "PA Fes Label"
show grc "2PA Label"
show grc " 13 PA Label"
show grc "SPA Label"
set the checkMark of the target to true
if the checkMark of item "USA Infantry Units" of menu "Labels" of

ProjectName is false then
set the checkMark of item "USA Infantry Units" of menu "Labels'

Pr:jectName to true
end if

else
hide grc "Hofmann"
hide grc "Patrick"
hide grc "Gibbon"
hide grc "Phelps"
hide grc "Christian"
hide grc "3PA Cay"
hide grc "Anderson"
hide grc "Magilton"
hide grc "Hartsuff"
hide grc "Duryea"
hide grc "PA Res"
hide grc '2PA"
hide grc "1 3PA"
hide grc "SPA"
hide gro "'Hftann Label"
hide ;rc "Patrick Label"
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h- Labe"
hide ravo K-ea LabeP"

-: .. d r Late-

rz4e gr: Late'~f

h-:oe gro .A Pes Late'
hrcr :PA Lahe"

h' 7e ir: tA abe"
... ...e -....a_ the target to false
.. ............. item "USA Infanty Units" of menu Labels or

ezt:Iae -s trite then
set tne :neckMark of item "USA Infantry Units" of menu "Labels" :f

P.eo -:a.e to alse
end if

end if
% nlzck screen

end itertSelec:

(MENU #6: Units) ITEM #7: USA Artillery
n, i:emelect

j1.-oa 4. 2roj eoNane
I-bal Map :ame
set'.riniow w Map7Name of ProjectName
set Curscr tZ b usy
- :ck screen

he :heckMark of the target is false then
show grc "Campbell"
show gr: "Edgell"
show gr ...onre"
show grr "Reynolds"
show gr_- "Ransom"
shzw grc "Thompson"
show grc "Cooper"
show grc "Matthews"
s how gro "Simson"
show grc "Campbell Label"
show grc "Edgell Label"
show grc "Monroe Label"
shcw grc "Reynolds Label"
show grc "Ransom Label"
show grc "Thompson Label"
show grc "Ccoper Label"
show 7rc "Matthews Label"
show grc "Sic..son Label"
set the :heckMark of the target to true
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i.... • ... :-em "USA.Aziler ' :f .-e "Le -

st:t :.ark :f item "USA Artillery Units" c: menu "Lael-s" :f

end
"I A

h :r: ",Mcnrze"hiie gr,: " - J: s
hie grc "Reynscs"
hie -r:: "Ras , m"
h~ie gr: "Th:.Sorn"
hide gr:- ":*c-,cer"
hide gr "Matthews"

Jhie grc "$=..pson"
hide grc "Ca- pbeil Label"
hide grc "Edgell Label"
hide gr: "Monroe Label"
hide grc "Reyr.olds Label"
hide grc "Ransom Label"
hide grc "Thcmpson Label"
hide grc "Ccper Label"
hide grc "Matthews Label"
hide grc "Siz scn Label"
set t he checkMark of the target to false
if the checkMark of item "USA Artillery Units" of menu "Labels" of

Pr:ec.N-ame is tru.e then
set t-he checkMark of item "USA Artillery Units" of menu "Labels" )f

Pr::ect.Jame t: false
end if

end I f
...ck screen

en itemselect:

(MENU #7: View) ITEM #1: CSA Casualties
:n itemSeiect

:pen wd "CSA Casualties" of project "Antietam Glossary"
end itemSelect

(MENU #7: View) ITEM #2: USA Casualties
on ,temSelect

open wd "USA Casualties" of project "Antietam Glossary"
end itemleeect

(MENU #7: View) ITEM #3:
-,,ass terelect
03nS .:ezeec5
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(MENU #7: View) ITEM #4: CSA Leaders

cass ' - £ . -

(MENU #7: View) ITEM #5: USA Leaders
zn ::e e.e:c

(MENU #7: View) ITEM #6:

end iter&ee

(MENU #7: View) ITEM #7: CSA Order of Battle
:n iterSelec:

o:pen wd "SA :rder cf Battle" of prozect "Antietam Glossary"
end itemSelec:

(MENU #7: View) ITEM #8: USA Order of Battle
:.n i:erSeeo=
ccen wd "rJSA Order :- Battle" of project "Antietam Gbsa'"

end it:erSelect

(MENU #8: Mass) ITEM #1: Harper's Ferry - Sep 15
3n lt:emSelect
3 1:bal ProjectN&me
:pen wd ":.nrcduction" of ProjectName

end itemrSelect

(MENU #8: Mops) ITEM #2: Harper's Ferry - Sep 16
:n itemSelect
Gbal ProjectName
open wd "Harper's Ferry Sep 16" of ProjectName

end itemSelect

(MENU #8: Maps) ITEM #3: Harper's Ferry - SeP 17
or itemSelect

31obal Pr o1ectNar-,e
open wd "Harper's Ferry Sep 17" cf ProjectName

e.d ierrelec:
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(MENU #8: Maps) ITEM #4: Sharpsburg - Sep 17

-:talPr:e::e
:--en -:d arpsur; Sep 1i" Pnjec,:tame

mznd zten-e-e.:-

(MENU #8: Maps) ITEM #5: Cornfield
-r. :.r-ee :-"

'... C~ e : rH.oker's Attack I"
g: :J i.." Map" xd .. rri.i' f Prz.ec: "Hccker's A:-a -k "

.cw wd "2:r. :z Pro-ec: "Hoker's Attack 1"

(MENU #9: Graphics) ITEM #1: Map Legend
Dn ltemSe"ect

3lobal Prolect lae
set cursor to: busy
.ock screen
f the ch-eckMark of the target is false then
set the Loc of wd "Map Legend" of PrzjectName to the screenLoc
open wd -Map Legend" of ProjectName
set the checKMark of the target to true

e/se
clcse w, d "Map Legend" of ProjectName
set the checkMark of the target to false

end ;f
,;nlcck screen

end icerSelec:

(MENU #9: Graphics) ITEM #2: Photo Markers
:n iter Select

3!zbal Pro . ect,1arne
Global MapName
-et .now wd MapName of Proj ect'lame
set cursor to busy
1ck screen
if the checkMark of the target is false then
show cd btn "Photo Marker 1"
show cd btn "Industrial Revolution"
set the checkMark of the target to true

else
hide cd btn "Photo Marker 1"
hide cd btn "Industrial Revolution"
set the :,heckark of t.e target to false

end of

,uno. _ screen
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(MENU #9: Graphics) ITEM #3: Narrative Balloons
:n 1-t e..,eLez

set cursor t- husv
1:ick screen
f the he:f.Mar- of the taroet Is false then

senscw t:vera.O s to this :d
r- "n" -f N "avigat:r" of .d "aviat:r" :f

set t-e :h-ec.M.ark of the target to t re

send hi Je--arratjv~.on to. th is cd
hide or:- "Cn" :;-- : av7oa4or of wd "a"c... r f Pr::ect JaT~e
set the :he:kMark :f the target to false

end if
•-.lock soreern

end iterrelect

,*=U "0: C:rntr:: TM ai: Palette
:n itemSelect

G31:hal Proj-ect'ae
Global Mapt:ame
set cursor tD watch
setWindcw wd Mapname of ProjectNarne
if the checkMark of the target is false then

open wd "Na-:igator" of project ProjectNaie
set the checkMark Df the target to true

else
co:se wd -Navigator" of project ProjectName
set the check4ark of the target to false

end if
end itemSelect

(MENU #10: Control) ITEM #2:
:n iterteect
pass .:er-elect

end iten- --elect

(MENU #10: Control) ITEM #3: Rewind
:n iter'eIect

send to first card" to topwindow)
end it-teSelect

(MENU #10: Control) ITEM #4: Back Step

send " o re rt p.wndow)
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(MENU #10: Control) ITEM #5: Stop
n -te~Selezt

pass iern-e>:t
end iterneiect

(MENU #10: Control) ITEM #6: Step
itere'e-_

send "g to next card" -: tpwindow()
end ite Select

(MENU #10: Control) ITEM #7: Play
:r. :-terr eieot

pass i err.Select
end itemSelect

(MENU #10: Control) ITEM #8:
,n iterm0elect

pass itemSelect
end itemSelect

(MENU #10: Control) ITEM #9: Sound On

31obal SoundisOn
set cursor to watch
if the checkMark of the target is false then

put "Yes" into SoundIsOn
set the checktark of the target to true

else
put "4' into SoundIsOn
set the checkMark of the target to false

end if
end iterrSeiect

(MENU #11: Hooker's Attack) ITEM #1: Situation...
mn lzemselect

oPen wd "Situation" of project "Hooker's Attack 1"
end itemSelect

(MENU #11: Hooker's Attack) ITEM #2: 5:45 to 6:00 AM
n itemrSelect
31lbal Pr:ject ?ayrne

put "Hccker's Attack i" into ProjectPlaying
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the c ;-d ':rnfield', of Oro--c-P'aying tothe SCreenL:-
-- en wd 'cri:ed f ProjectPlaying
:pen wd "aotr of Project-Name
s- te chneck~ark of item "Palette" of menui "Control" o - Przoject ame t

uinlock screen
e-- temrSe-ect

(MENU #11: Hooker's Attack) ITEM #3: 6:00 to 6:45 AM
:n i!te.Tae~ect_

3Global Pr:::'ane
,:bal Iroec 7 a, g

set cu-rso3r to_ watch
put "Hooker's Attack 2", into ProjectPlaying
!:,:k screen
set the lcc- of wd "Cornfield" of ProjectPlaying to the screerroc
cpen ,,d "Cornfield" of ProjectPlaying
open Rd "'Natvigatorl, of Proj ectNaxne
set cursor to watch
set the c-heck~ark of item "Palette" of menu "Control" of Project,,arre t-c tu
uinlock screen

end it-em-Select

(MENU #11: Hooker's Attack) ITEM #4: 6:45 to 7:00 AM
o:n ltemSelect

pass ircerSelect
end itemSelect

(MENU #11: Hooker's Attack) ITEM #5: 7:00 to 7:15 AM
on 4 ternseiect

pass iternSelect
end iternSelect

(MENU #12: Hood's Counterattack) ITEM #1: Situation...

-- :Pen wd "Situation" of project "Hood's Counterattack"
end iternSelect

(MENU #12: Hood's Counterattack) ITEM #2: 7:15 to 7:45 AM

Global Prc.-ectilame
- -gobal ProjectPlaying

put "Hood's Couinterat tack" into ProjectPlaying
- - ck screen
-- set the boc o:f wd 'C:)rnfield'" of Proj)'ect Playing to the screenLoc
-- :pen :'d'onfii f Pr-jeot Playirng
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-- :pen wd "-a.igaz:r" :,f Pro-eca_.;ame
-- set the Decf4ark of item "Palette" of menu "Control" of Pr:-e:-Uame to
true
-- u nlock screen
--end itemSelect

(MENU #12: Hood's Counterattack) ITEM #3: 7:45 to 8:15 AM
--on itemSelect
-- Global Project::ame
-- Global PrzojectPlaying
-- set cursor to wat:h
-- put "Hood's Counterattack" into ProjectPlaying
-- lock screen
-- set the loc of wd "Cornfield" :f ProjectPlaying to the screenLcc
-- open wd "Cornfield' of ProjectPlaying
-- open wd "Navigator" of ProjectName
-- set cursor to watch
-- set the checkMark of item "Palette" of menu "Control" of PrDjectName to
t rue
-- unlock screen
-- end ite mselect

(MENU #12: Hood's Counterattack) ITEM #4: 8:15 to 8:30 AM
on itemSelect

pass itemSelect
end it emSelect

(MENU #12: Hood's Counterattack) ITEM #5: 8:30 to 9:00 AM
n itemSelect
pass itemSelect

end itemSelect

(WO #1, BG #1, CD #1)
:n showarrativ.'eBalloons

set cursor to watch
lock screen
show grc "Samual Munma"
unlock screen

end showNarrativeBalloons

-n hideNarrativeBalloons
set cursor to watch
lock screen
hide grc "Samual Mlamna"
,iniock screen

end hiJeNarrativeBalloons
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(WD #1, BG #1, CD #1) BUTTON #1: Introduction

G:bal MapName
-3cK screen
set the Icc of wd "Introduction" of ProjectName to the screenLcc
-pen wd "lntroduction" of ProjectName
'n:~e wi "About_ A.-ntieam" of ProjectName
rnc k screen

end mouseUp

(WD #1, BG #1, CD #1) BUTTON #2: Instructions
*. .TnOuIset

a.Swer ,ct avilabie in this version."
end mouseUp

(WD #1, BG #1, CD #1) BUTTON #3: Battle Map
7on rousetjp

Global Proj ectName
Global MapName
set cursor to watch
c ck screen

--set the I.c of wd MapName of ProjectName to -1000,-1000
show menuBar
-pen v wd MapName of ProjectName
set the scroll of wd MapName of ProjectName to 328,134
:_alculiate'X ndow.ect
set the rect of wd MapName of ProjectName to the result
show wd MapName of ProjectName
r.se wd "About Antietam"
unlock screen

end mouseUp

(WD #2, BG #1) BUTTON #1: Hooker

end nouseUp

(WO #2, BG #1, CD #1) BUTTON #1: Photo Marker 1
on mouseip

open wd "Ph:tos" of project "Color Photos"
end m,,useUp
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(WD #2, BG #1, CD #1) BUTTON #2: Industrial Revolution
:n mouseUp

launch "duszr~a1 Revolution" with "Sirrple Player"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #25: Hartsuff
*:r r-xuseUp

open cd "Harts:ff" Of ,d "USA Units"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #26: Duryea
on mouseUp

,open cd "Durzea" of wd "USA Units"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #85: Anderson
on rmuseUp
open cd "Anderson" of wd "USA Units"

end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #86: Magilton
on rruseUp

open cd "Magilton" of wd "USA Units"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #89: 2PA
cn mruseUp

open cd "2PA" of wd "USA Units"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #90: 13PA
on mouseulp

open cd "13PA" of wd "USA Units"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #91: 5PA
-rn mouseUp
open cd "SPA" of wd "USA Units"

end mouseUp
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(WD #2, BG #1, CD #1) GRAPHIC #101: Anderson Label
-n r.clseUp
cpen cd "'.der=-n"' of wd "USA Units"

end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #104: 2PA Label:n M.Oi S e7'*
-pen :d "2PA" -f wd ".SA Units"

end ncuseUp

(WD #2, BG #l, CD #1) GRAPHIC #118: 13PA Label
. vouser p

cpen ::d '3PA cf wd "USA Units"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #119: 5PA Label
:,n rrcuseUp

open cd "PA" of wd SA Unts"
end mouseUp

(WD #2, BG #1, CD #1) GRAPHIC #199: Samual Mumma
or rou seUp

showilarrat i:e
end mouseUp

(WD #3Q, BG #1) BUTTON #1: Done
n '-useUp
cl:se this wd
open wd "Hatrer's Ferry" of project "Antietam Campaign Maps"

end mouseUp

(WD #3. BG #1) BUTTON #2: Back
-n mcuseUp

'.'sual dissolve
g,: prey cd

end mouseUp

(WD #3, BG #1, CD #1) BUTTON #1: Back
on r-useUp

3Lobal Proliec:Name
lock screen
.ose this wdshow "'v "A-cut .ntiet.ar" -f Project.Jame
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eni mcuseU[

(WD #4, BG #1, CD #1) BUTTON #1: On
on " eOu seUp
Global Prc-JectName
sScund 134, :0 ., short id of me
huie grc ISound Off" of cd "Navigator" of wd "Navigator" of ProjectName

end mouseUp

(WD #4, BG #1, CD #1) BUTTON #2: Off
:nI -CIuseUp

G3lobal ProjectName
setSound 134, 105, short id of me
show grc "Sound Off" of cd "Navigator" of wd "Navigator" of ProjectName

end mouseUp

(WD #4, BG #1, CD #1) BUTTON #3: Build
on mouseUp

setPreference 107, 108, short id of me
end mouseTp

(WD #4 BG #1, CD #1) BUTTON #4: Dontt Build
or. mCuseUp

setPreference 10-, 108, short id of me
end mouseUp

(WD #4, BG #1, CD #1) BUTTON #5: OK
on rouse[plp
Global SoundIsOn
Global ShowArtiller
if the hilite of cd btn "On" is true then
put "Yes" into SoundIsOn

else
put "No" into SoundIsOn

end if
if the hilite of cd btn "Show" is true then
put "Yes" into ShowArtillery

else
put "No" into ShowArtillery

end if
close this wd

end mouseUp
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(WO #4, BG #1, CD #1) BUTTON #6: Cancel
m.r-usellp
clcse this wd

end mouseUp

(WD #4, BG #1, CD #1) BUTTON #7: Show

setArtilie. 7, >B, 10 shrt id of me
end mcuseUp

(WD #4, BG #1, CD #1) BUTTON #8: Don't Show
: n rnouseTp

setArtillery 107,__, short id of me
end mouseUp

(WD #5, BG #1) BUTTON #1: OK
,on mouseUp

close this wd
end mouseUp

(WiD =7, BG ul, CD ai) FIELD =10: Battle Time
:n mouseEnter
show help balloon at rect of me with cd fld "Battle Time Help,

end mcuseEnter

(WD #7, BG #1, CD #1) BUTTON #1: Grabbier
,;n mcuseUp

-- This first loop does nothing but hold the script until the
-- mouse is down.
repeat until the mouse is down
put 5 into a

end repeat
-- This sends the grabber message to the topwindow)
repeat until the mouse is up

send "grabber" to topwindow()
end repeat

end mouseUp

on mouseEnter
show help balloon at rect of me with cd fld "Grabbler"

end museEnter
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(WD #7, BG #1, CD #1) BUTTON #2: Rewind
:rn mouseFmn!er

show help baii=on at rect of me with Cd fid "Rewind"
end -xuseEnter

3.. , cuseUp
send "go to first card" ,: t pwindc:w)

end mcuseJp

(WD #7, BG #1, CD #1) BUTTON #3: Back Step
n mouse&-nter
show help ballocn at rect of me with cd fld "Back Step"

end nnouseEnter

on mouseUp
send "go to prey card" to topwindow)

end mouseUp

(WO #7, BG #1, CD #1) BUTTON #4: Stop
on mouseEnter

show help balloon at rect of me with cd fld "Stop"
end mouseEnter

cn mouseUp
answer "Not available in this version."

end mouseUp

(WD #7, BG #1, CD #1) BUTTON #5: Step
on mouseEnter

show help balloon at rect of me with cd fld "Step"
end rmouseEnter

on mouseUp
Global ViewMethod
put "Step" into ViewMethod
send "go to next card" to topwindow()

end mouseUp

(WD #7, BG #1, CD #1) BUTTON #6: Play
on mouseEnter

show help ballon at rect of me with cd fld "Play"
end mouseEnter

Dn mouserp
Global Pro]ectName
*;l:hbal Pr:-ectPlaying
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et Mersor -

5e!: te h:.hi--e :4. me ote
~e~j'.o~wd "C--rrfieli" o-f Proj-ec:-Playi4ng

if Pojec~la In s 'Hoo-ker's -,ttack 1" hen
go ::i "Co;rfiel 15 : 45:20"

g: d ' Co:-r n_4ie-:Id 1-5':45:40"
go cd" 'C::rn f Ie IJ 05:40-:00"

go cd "Cornfleld 0:46:40"
go di ;--Drne.Li5:4~6:40."

doc "Co arnfiel'd 05:46:N05

.go cd " Co:rnf-ield C 5:47:20"
goD cd "Co:r n fIe Id C5:4~ 7: 4 0
go cd "Co--rnfield 05:48: 00 "
,go cd 'Cornfield 05:43:20"
go cd "Cornfield 05: 48: 40 "
go cd "Corrf ieli 0 5:49:00"1
go cd "Cornfield 05:49:20'
go ci " Co rnfi elId 05:49:40'
go ci "Co-rnfi4el'd 05:50:00",
go cd 'Cornfield 05:50:20"
go ci "Co:rrnfield 05:50:40"
go cd "Cornfield 05:51:00'
go cd "Corrnfield 05:51:20"
go ci "Cornfield 05:51:40"
g3 :7d "Corrnfield 05:52:00"
go ci "Cornfield 05:52:20"
ao ,:: "Co:rnfield 05:52:40"
go ci "Cornfield 05:53:00"
go ci "CoDrnfield 05:53:20"
go cd "Corrnfield 05:53:40"
;cI ci "Czornfield 05:54:00"
go cd "Cornfield 05:54:20"
go ci "Corric::eld 05:54:40"
go ci "Cornfield 05:55:00"
go ci "Cornfield 05:55:20"
go ci "Cornfield 05:55:40"
go, cid "Cornfield 05:56:00"
go: ci "Cornfield 05:56:20"
go cd "Cornfield 05:56:40"
go :d "Cornfield 05:57:00"
go ci "Cornfield 05:57:20*
go ccl "Cornfield 05:57:40"
go ci "Cornfield 05:53:00"
go ci "Co- r nfi4-el1d 05:53:20"
go ci "Cornfield 05:53:40"
go :--i " Co:rnf IelId C05:-5 9: 00"
go c-i "Cornfi eld 05:59:20"
go cD "CcJrnf"I el -':I 94
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end I

if Pro;ec in -s "Hooker's Att:ack 2" then
go c"C-rnfieli 36:00:00"
go cd "Cornfield 06:01:00"
go cd ":ornfield 06:02:00'

g.cc "Crnfie 06:03:00"

gc c:i 'Cor n,-e 1 0'D-0:0 0"
go c: " rnfIej -,::00"
go 7d "Cornfieli 06:0 :00"

go .:J "ornfield 06:0? :0"
gc o " Crn eiLd 06:12:00"
go -A -f"Crnfied 06:13:00"
go-- "rn-f ield 06:12:00'
go ci " - Ii 06:15:00"
go cc "or'--nfield 06:14:00"
go :d 'Cornfield 06:11:00"
go c:i "Cornfield 06:16:00"
go :d "Cornfield 06:19:00'
go cd "Cornfield 06:1:00"
go cd "Cornfield 06:19:00"
go cd "Cornfield 06:20:00"
go cd "Cornfield 06:21:00"
go cd "Cornfield 06:22:00"
go cd "Cornfield 06:1:00"
go cd "Cornfield 06:24:00"
go cd "Cornfield 06:27:00"
go cd "Cornfield 06:26:00"

goD :d 'Co rnfi,;.el1d 06:27:00",go ,:d "Cornfield 06:3:00"
go cd "Cornfield 06:2:00"
go cd "Cornfield 06:32:00"
go cd "Cornfield 06:31:00"
go cd "Cornfield 06:32:00"
go cd "Cornfield 06:33:00"
go .-I "Cornfield 06:34:00"
go 7d "Cor-field 06:35:00"
go cd "Cornfield 06:36:00"
go cd "Cornfield 06:39:00"
go cI "Cornfield 06:33:00"
go c "Cornfield 06:39:00"
go cd "Cornfield 06:40:00"

go cd "Cornfield 06:41:00"
go ci "Cornfield 06:42:00"

go c: "CornfIeld 06:43:00"
go c 'Cornfield 06:44:00"
go ccJ "Cornfield 06:45:00"

end if
set the h:l~te f me to false
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(WD V7, BG #1, CD #1) BUTTON #7: Done

sho-w help ball::r. at rect of me with cd fd "Cone"
en, muene

7:se
-- : se wd :rn*--e',-" :4 proDject "Hooker's Attack 1",

:Lose ,:! "_StepT arte f' ?r:j ectPlaying
end oi useT ~p

(WD V7, BG #1, CD #1) BUTTON #8: Sound

show help ballooncr at rect of me with cd fid 'Sounmd"
end museEnter

on rm~useT:,p

Glo:bal Sud

if Sounds~n is ,Yes" then
pi-tir~c into_ ScurndsOn
set the hilire of od btn "On,, of cd "Preferences" of wd "Preferences'"o

Pro:.ect-Name to false
set tneh ie of cd btn "of.", of cd "Preferences" of wd "Preferences" of

Pr-jecotNan-e t-o true
show 3rc "Sound Off"

else
put "Yes" into SoundIsOn
set the hilite of cd btn "on" of cd "Preferences" of wd "Preferences" or-

Fr oectiare to t-rue
set the hilite of cd b-tn "off", of cd "Preferences" of wd "Preferences" of
Pr~jctll~me o, al.se
hide ar: "Sou-nd Off"

end if
end mouserjp

(WD #7, BG #11. CD #1) BUTTON #9: Balloon Help
r -cusenter
show help balloon at rect of me with cd fid "Balloon Help"

end mouseEnter

-n 7cuserjp

~fthe h-el'P~all:cs is false then
set t-he help~alloons to- trie

else
set_ !,-e heo_;ion t alse

end if
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(WD V7, BG fl, CD #1) BUTTON #10: Narrative Balloons

show elp z~::nat rect ot c me with cd fIJ "Narrativ.e aors
end :ruseanrer

7' -bal Pr_-c-NamLe

GlblCurrent-Card
ifthe check~Iark o-t item "::arrativ*.e Balloons" of menu "Graphics" -t

Pr: ,JectNarr is false thn
set t:he 7ceckMark c iter "NI'arrative Balloons" of mernu "Graphics" of

Prco ectNamre t3 -rue
send rhw-:atvea)on tod o-urrent-ard of wd "Cornfield" of

ProjectPlaying
show grc "On"

else
set the 7heck~a.-k of it:em "Narrative Balloons" of mnenu "Graphics" of

Project-Name to false
send hideNarrativ:eBallocns to cd CurrentCard of wd "Cornfield' otf

Pro-iectPlaying
hide grc "On".

end if
end mouser~p

(WD V7, BG #1, CD #1) GRAPHIC #11: Battle Time
mouseEnter

show help balloon at rect of me with cd fid "Battle Time Help"
e_-nd rruseEnter

(WD #8, BG #1, CD #1) BUTTON #1: Done
on mouseUp

send itexrSelect to item "Map Legend,' of menu "Graphics"
end mouserlp

(WD #10, BG #1. CO 01) GRAPHIC #2: ID 111
on mouseDown

show --d fld "Carbell Info*
end- rrouseDown

- museUTP
hide cd fld "Carrpbell Info"
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(WD #10, BG #2, CD #2) GRAPHIC #1: ID 112
in TA~z:..n

(kwD #1, BGt #2,-ye CD#) RPHC#1 d d

hid - old -T e :no:

(WD #10, BG #2, CD #3) GRAPHIC #: 3drtsut Info

"- e : old " Bde into''

(WD #10, BG #2, C D #4) GRAPHIC #2: Adrson Ino

:n~r~ns:

tijeA M Harwff if7'
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(WD #10, BG #2, CD #5) GRAPHIC #1: 3PA Cay

show zod -fd a,. :vnf-o'-

de -- f I Ja,. :n

(WD #11, BG #1) BUTTON #1: Done
:)n --Zuseup

7Kose !b:s wci
end mnousep

Hooker's Attack 1
PROJECT SCRIPT

-- Versiorm .b~

lock screen
set the 1cc of wd 1 of this project to -1000,-1000
unlock screen
go-- project ".tletam Staff Ride"

end startup

mn closeProject
'JLobal Project."ame
set cursoDr to wat:-h
seti n1urnberfo-mat to "0"
;ut the freesize of this project into theSize
of heSize > 200 then
set the cc f w;d 'Notes" of ProjectName to the screenLOC
put "C:rractlng the file*&return&ProjectName&'..." inta
bg f.d "Message" of. cd "Note I" of wd "Notes" of ProjectName
open wd "Notes" of ProjectName

,:!,:se wd 'Notes" of ProjectName
end if

end --lcseProject

:n showliarrat i'e
7 Fobl rZ-ectPiay ng

set cursor -: w,7
Put the short- namre :r tne target into c-ardName
set th :e .1cc o f wd "Narrat:ive' of Projec-tPlaying to the screenLoc
:pen ::: c-ar-:i:az.e Z f wd "'Narrat:ove" :If Pr3o1ect--P-aying
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

WINDOW #1: Cornfield
: n z en;'inaow

hde menuBar
Pr ectNa-r.e Is "Antietam Staff Ride" then

inseaL r eu" .. " a _me_.,

show MenuBar
P-e.....m s "-s-ne~amn Staff Pli# '_he

rer,.ve menu " -'nr" *f: Pr:jectlame
end

rend -lse .... now

(WD #1) BACKGROUND #1: Cornfield
or. showNarrativeBalioons

answer "There are no narrative ball!cns on this map."
end showNarrat ".eBai Loons

-n hideuarrati-eBallocns
answer "There are no narrative balloons on this map."

end hidelarrat ieBalloons

(WD #1, BG #1, CD #1) FIELD #1: Major Von Borcke
nr mouseDcwn
h..e me

endi -,v-se~o,,vn

(WD #1, BG #1, CD #1) GRAPHIC #39: Sergeant Moore
5n ,, usetp

showtlarrat ive
end mcuseUp

(WD #1, BG #1, CD #1) GRAPHIC #40: Major Von Borcke

showNarr at -.e
end mcuselp

(WD #1, BG #1, CD #1) GRAPHIC #41: Private Worsham

= .s r_ t..7
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD #1, BG #1, CD #1) GRAPHIC #42: Malor General Hooker
:n mouserjp

(WD #2, BG #1) BUTTON #1: Back
:n cluser -

S:ca. -hwrt lerz
itrcw-.rtl er, Js "N"tnen
get thne ni-Lm :f this cd

out it - I:~: pre,.-Card
pre:Carl is C then

cl:se --his -,d
exit: .ouseur-

ernd i f
get the short: name of card prevCard
put last word :,f it into card1ype
put first word of it into coranderName
put pr-eCard - 1 into cardBeforePrev
if cocrrnander ,ame is "Jones'', then

cu.t prevCard - 4 into card~eforePrev
end i f
if =rtanderName :is "'Hood's" then

put prev,_ari - 2 into card~eforePrev
end if.
if :7orrmanderName is 'Stuart's" then

ci.:se !tnis wd
ex<it mouse'up

end if
:fcardType is"Artillery" then
..sual scroll right fast
go --d cardBeforePrev

else
_'_'a_ S'-'---' right fast

gcc pre,. cd
end if

else
.,i su,,a, scro ll right fast
go prev cd

end i
end mouseUp

(WD #2, BG #1) BUTTON #2: Next
on rrmuse~p

e3l:bal ShowArtillery
if- ShcwArt-illery is "No" then

7et the rr.omr of --his cd
* nt nextCard

,e- :e sh-rt -.airme or. t7ard nex::tard
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

out ::rst :f irofinto cornanderName
out ~ -. - :nt cariAfterNext

r~rader~meis "Jocnes " then
put e:.tCard 4into card-%ft-e rNext

:=.oaderIae Is "Hods" ien
'-nexo-ard cr~or;x

rrradr:a _ s -Surt5 hen.
g: .ast cot
exit Mcuse :p

end if
cardZ'ype -s "rler then

Jis;ual scrcl' 1 lf ast
go *--

else
-isua. scroll 2.eft fast
go next cd

end _f'
else

-4isua' scrolIl lef-t fast
go next cd

end I f
eand mcuse'Jp

(WD #2, 80 #1, CD #38) BUTTON #1: ID 108
mn nousetip

KGlotal ProjectName
gloDbal ProjectPlaying
C7lose this wd
put "Hooker's Attack 11" into Pro:jectPlaying
lock screen
set: the .osc of wd "Cornfield" of ProjectPlaying to the screenLoc
o:pen wd "Cornfield" of ProjectPlaying
o-pen wd "N1avigator" of ProjectName
set the checkMark of item "Palette" of menu "Control" of ProjectName to tru
'.lock screen

end mouser~p

(WD #3, 60 #1, CD #3) BUTTON #1: Common Time
oDn mouse~p

lo:ck screen
pu;t the short: name of me into cari 2ame
set- the 1:cc o)f wi "Glo1ssary" of project ,Antietam Glossary" to the screen.Lcc
o pen 7d cariae ofI wd "Glossary" *of proj ect "Antietamn glossary"
'Inoc-,- screen

end mcuiseUp
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Appendix A. SuperCard Scripts for The Antietam
Staff Ride

(WD #3, BG #1, CD #3) BUTTON #2: Columns of Divisions

:c=k scree
,:D the short_ name of me in=o car±:ame

set: to : wd ........... pr:e: "Antietam Glossary" ,_ the I-ie-
:cen - oart;ame f w '1lossary" of -rect "Anti etam Glssary"

rho ncuseUp

(WD #3, BG #1, CD #4) BUTTON #1: Limber

:,7k screen
-ut.te snoirt name --f .e -,:: :ar~dameset !:.h e  :4 ric-'--.eti G'cssa

set the ...oo r 3 w o ......... , . rce ".nt oieam Glossary" to the screen- -
:pen : ardilame of wd "Gossar" of project "Antietam Glossary"
unlock screen

end mouseUp

(WD #3, BG #1f, CD #9) BUTTON #1: Skirmishers
~rcuseUp
lock screen
put the short name of me into cardName
set the Icc of wd "Glssary" of project "Antietam Glossary" to the screenLcc
oPen cd 7ardlame of wd "Glossary" cf project "Antietam Glossary"
unlock screen

enri; mcuseUp

(WD #4, BG #1) BUTTON #1: Done
o- mocuse~p
:I3se this wd

,:-- mcuseUp
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Appendix C. Situation Brief for Hooker's Attack:
Screen Shot 1

________________ ntietam Staff Ride __________

Onth mrin a he~ t, ooersstte b4Wtv
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Appendix C. Situation Brief for Hooker's Attack:
Screen Shot 2

...... R ie t am S ta ff R ide .....................
_

A. is )~son(olIdV a t dac u h

TheSecnd iviiont~ikete)Was. to d-Vance n the

left-through the cornfield and East Woods.
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Appendix C. Situation Brief for Hooker's Attack:
Screen Shot 3

____ ___ ____ ___ __ ntietam Staff Ride _ _ _ _ _ _ _ _ _ _
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Appendix C. Situation Brief for Hooker's Attack:
Screen Shot 4

________________Rntietam Staff Ride __________
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Appendix C. Situation Brief for Hooker's Attack:
Screen Shot 5

____ ___ ____ ___ __ ntietam Staff Ride _ _ _ _ _ _ _ _ _ _
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Appendix C. Situation Brief for Hooker's Attack:
Screen Shot 6

Antietam Staff Ride ---- ____-__---_

ST Nil lkdep. Light: Lieut. FJ.$? Edgel 6 -1 Z#H
I 1st: RIV aBtg. 0: Capt. albtirt Monroe: 6 - 124N
I1st NY,: BttVA : Capt. .R. Reyolds 6- 3m

4th 13$ Bttg I at: JosephCubf -1Z#
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Appendix D. Animated Sequence of Hooker's Attack:
1st Overlay (Time 5:45:20)
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Appendix D. Animated Sequence of Hooker's Attack:
2nd Overlay (Time 5:45:40)
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Appendix D. Animated Sequence of Hooker's Attack:
3rd Overlay (Time 5:46:00)
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Appendix D. Animated Sequence of Hooker's Attack:
4th Overlay (Time 5:46:20)
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Appendix D. Animated Sequence of Hooker's Attack:
6th Overlay (Time 5:47:00)
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Appendix D. Animated Sequence of Hooker's Attack:
5th Overlay (Time 5:46:40)
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Appendix D. Animated Sequence of Hooker's Attack:
7th Overlay (Time 5:47:20)
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Appendix D. Animated Sequence of Hooker's Attack:
8th Overlay (Time 5:47:40)

G 4WiscUN

@0 91 98

s~i~si:si: iod tusFos

.......................

... ... ...... ... ... ... ... ... ... ... ... ... ...

.............. ..................................

98



Appendix D. Animated Sequence of Hooker's Attack:

9th Overlay (Time 5:48:00)
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Appendix D. Animated Sequence of Hooker's Attack:
10th Overlay (Time 5:48:20)
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Appendix E. Order of Battle Example:
Army of Northern Virginia

To open this window, choose CSA Order of Battle from the View menu.
Each of the shadowed boxes on the card are buttons and, when clicked on,
go to a card showing that unit's order of battle diagram. If you click on the
shadowed box representing Jackson's Corps, the card on the next page will
appear in the window. When finished viewing order of battle data, close
the window by clicking in the box at the top left corner of the window's
title bar.

CS 1 Order of Battle
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Appendix E. Order of Battle Example:
Jackson's Corps

If you click on the shadowed box representing Ewell's Division, the card

on the next page will appear in the window. If you click on the shadowed

box representing Jackson's Corps, the card on the preceding page will

appear in the window. When finished viewing order of battle data, close

the window by clicking in the box at the top left corner of the window's

title bar.

C- -10SR Order of

102



Appendix E. Order of Battle Example:
Ewell's Division

If you click on the shadowed box representing Trimble's Brigade, the

card on the next page will appear in the window. If you click on the

shadowed box representing Ewell's Division, the card on the preceding page

will appear in the window. When finished viewing order of battle data,

close the window by clicking in the box at the top left corner of the

window's title bar.

*CSA Order of Battle. ........ .........
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Appendix E. Order of Battle Example:
Trimble's Brigade

This is the lowest level for which order of battle is provided. If you click
on the shadowed box representing Trimble's Brigade, the card on the
preceding page will appear in the window. When finished viewing order of
battle data, close the window by clicking in the box at the top left corner of
the window's title bar.

CSf 1 Order of Battle
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Appendix F. Map Legend
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Appendix G. Disk Install Set
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Notes*

I Aldus SuperCard®A, Version 1.6, Computer Software (San Diego, CA: Silicon
Beach Software, Inc., 1991). Disk.

2 Kawasaki. Guy, Selling the Dream: How to Promote Your Product,
Company, or Ideas-and Make a Difference-Using Everyday Evangelism
(New York: HarperCollinsPublishers, 1991), 111.

3 Himes, Andrew and Craig Ragland, Inside SuperCard: The Complete Guide
for Macintosh& Developers and Advanced Users (Redmond, WA: Microsoft
Press, 1990), 4.

4 Gookin, Dan, The Complete SuperCard Tm Handbook (Rannor, PA: Compute
Books, 1989), vii.

5 Bums, Tom, and Gary Poppitz, SuperTalk The SuperCard I Language
Guide, Version 1.5 (San Diego, CA: Silicon Beach Software, Inc., 1989-90), 3.

6 Kawasaki, 323.

7 Cope, E. B. and H. W. Mattern, Atlas of the Battlefield of Antietam (Chief of
Engineers, U.S. Army, 1904).

8 The West Point Civil War Atlas, (New York, 1958), 35-38.

9 Appleton, Bill, Ben Calica, Kevin Larue, and John Petit, SuperCardT M

Version 1.0 User Manual (San Diego, CA: Silicon Beach Software, Inc.,
1989), 1-3,1-4.

10 Appleton, Bill, and Gary Poppitz, SuperCard M Version 1.5 User Manual

Addendum (San Diego, CA: Silicon Beach Software, Inc., 1990), 4-6, 4-7.

11 Priest, John M. Antietam: The Soldier's Battle, (Shippensburg, PA: White

Maine Publishing Company, Inc., 1989), vii.

1 2 Kawasaki, 153.

*This set of notes only acknowledges sources and ideas used in this paper. Another set

of notes is in The Antietam Staff Ride application. It can be accessed by selecting the
submenu command Notes from the View menu.
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